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apter 


“Ir WAS THE TIME OF THE EMPIRE BUILDERS.” 

Conquest Of The New World is a game that is both simple and deceptively simple. 
Conquest Of The New World is simple to learn and play passably well. However, absorb- 
ing all the nuances of the game, all the factors contributing to success or failure within 
the game’s components, what it takes to optimize your game against the toughest oppo- 
nents you can find (other people )—that can be tricky. 


This strategy guide provides all you need to know on the most important elements in 
the game. Herein you will find insight into the game’s AI (artificial intelligence), formu- 
las, tables, and various strategy tips (many from the designers, programmers, and 
playtesters themselves!) to assist you in optimizing your gameplay. What more could you 
ask for? 


The chapters in this book are roughly in the order in which Conquest of the New 
World’s elements appear during play: your character creation, world creation and explo- 
ration, founding and developing colonies, trade, diplomacy, and combat. We have tried 
to minimize duplicating information for the sake of readable brevity, so be sure to use 
the table of contents and internal references to track down those nuggets of information 
that you might be searching for. 


Since many changes have been made in the game in an effort to continually improve 
its quality, this book has tried to keep up with such changes and, therefore, gives infor- 
mation that is applicable to versions later than 1.0, unless otherwise stated. 


apter 2 


THE First DiscovERY—DISCOVERING YOURSELF! 

While the next chapter describes how the Game Setup influences the New World, this 
chapter is devoted to providing useful information and tips on making the most of the 
40 points you get to customize your own player position. This chapter also offers tips 
for how to make the most of the different victory point bonuses in your game. 


PICKING A COUNTRY 

You may choose to play as one of the five European countries (Britain, France, 
Holland, Spain, or Portugal) or as a Native Indian tribe. There is no real difference for 
human players between playing any of the European countries, as only your flag changes 
(can you tell this game was designed and programmed by Americans?), but there is an 
enormous difference between playing as a European and as the “High Natives” (as they 
have been nicknamed, reflecting their high level of civilization—enough so as to com- 
pete as a player in this game). The following chart lists important differences between 
playing as a European and playing as a Native. 


EUROPEAN OR NATIVE? 


Ability European Native 
TT SS ES 
Beginning the Game: on the right side of the on the left side of the 
New World New World 
Units: 
EEE EEE E SE SS per 
All Units fewer movement points more movement points 
for same-level units; for same-level units; 
can recruit to Level 4 can recruit to Level 2 
Leaders fewer points for new Leaders more points for new 
Leaders 
Infantry maximum Level 5 maximum Level 5 
Cavalry maximum Level 5 maximum Level 5 
Artillery maximum Level 5 no Artillery allowed 
Explorers maximum Level 4 maximum Level 2 
Settlers maximum Level 4 maximum Level 2 


Ships maximum Level 4 maximum Level 2 


Colonies: 


Size (Area/Level) 


smaller 


larger (first level colony is 
same size as a European’s 


Level 2 colony) 


Increases in Size 


increase one square around 
perimeter per level upgrade 


increase three squares 
around perimeter 
per level upgrade 


Levels 


maximum Level 4 


maximum Level 2 


Buildings: 


All Buildings 


different costs* 


different costs* 


Levels 


maximum Level 4 


maximum Level 2 


Forts 


produce “militia” Artillery 
to defend colony; 

absorb less damage per 
level in raids, but more 
total damage for full- 
sized Forts 


no Artillery produced 

to defend colony; 

absorb more damage 

in raids, but less damage 
overall since Forts only go 
to Level 2 


Commerce and Goods 


required to upgrade colony 
and buildings to Levels 3 
and 4 


not required since 
maximum 
level is 2 


Farms 


more productive* 


less productive* 


Gold Mines 


less productive* 


more productive* 


Trade: 


Mother Country 


trade with Mother Country 
(if ocean-accessible Dock) 


no trade with Mother 
Country 


Natives possibly less trade with potential to trade with 
more local tribes native tribes since trade 
radius is three times colony 
radius, which is larger for 
Native player 
Diplomacy: 


Taxes must pay increasing taxes to No Mother Country, 
Mother Country so no taxes 

Espionage no difference no difference 

Sabotage no difference no difference 


Mother Country 


care must be taken to 
preserve positive relations 
early in the game 


no Care necessary 


Alteration in Status 


can Declare Independence 


can Federate 


Altered Status Effects: 


Independence: 


Federation: 


a a a a A I a SE 


Achieving Status 


Must destroy between 100 
and 140 points** worth of 
units in armies sent by the 
Mother Country against you 


fend off ongoing efforts by 
native tribes to destroy- 
attack native tribes to 
federate them 


Changing Mind your colonies can Sue for Peace cannot reverse situation 
or Commonwealth if things 
get too difficult 

Trade trade with Mother Country can trade with any federated 
gets improved exchange tribe in the New World; 
rate (partial improvement federated tribes double their 
for Commonwealth) trade capacity 

Taxes no further taxes (or less not applicable 


taxation if Commonwealth) 


Victory Points 


1000 for Independence 


50 per Federated tribe*** 


500 for Commonwealth 


Native Tribes no change become more hostile and 
increase in strength over 
time 

Federated Tribes not applicable become allies; help defend 


your colonies; gain the 
same combat abilities (from 
War Colleges) as your units 
do; double in strength and 
in trade capacity; mirror 
your diplomatic status with 
European players 


* See the Building Table, Chapter 4. 

** Exact amount depends on the difficulty level of the game, with 100 points for Very Easy 
and 140 points for Very Difficult. In Version 1.0, players only have to get half the indicated 
number of points. 

*** In Version 1.0, you gain 50 points total for federation; this is corrected in later versions. 


Note: Commonwealth is a disabled feature in Version 1.0, but should be present in all 
later versions. 

As you can see, there are important differences between playing as a European and as 
a Native. The next section offers general strategy tips for playing as a Native player vs. 
playing as a European player. 


GoinG NATIVE 

Setting up the Game: Since Native Leaders command a greater number of units, and 
since Native player Gold Mines are productive enough to afford more military units 
than European players, especially early in the game, it makes sense to focus on a military 
agenda by forming “Native hordes.” Allot yourself a large bonus in Combat and pick 
the special ability Conqueror to wage aggressive warfare against your opponents. 


Simultaneously or alternatively, your land-based units’ superior movement allotments 
and your strategic starting position opposite the Europeans on the left side of the New 
World make you a shoo-in for superior exploration and discovery. If you select a large 
bonus in Exploration and the special abilities of Discoverer and Cartography (to further 
enhance the distance your land units can travel per turn), you'll be able to explore and 
discover quickly. Regardless of how you play, playing as Native lends itself well to short 
and mid-length games. 


Finally, if you really like the Natives and you’re a pacifist at heart, playing with a focus 
on Colony with the special abilities Colonist or Miser can work well too. This is because 
the Native player can build such large colonies anywhere (even in the middle of a conti- 
nent) without having to concern himself with trading potential to the extent that 
European players must. 


Exploration: Exploration and discoveries are the largest contributors to victory points 
in the first 50 or so turns of the game. If you are playing a very short game, you may 
wish to focus on this area almost exclusively, taking ruthless advantage of the Native 
units’ exceptional movement abilities. Even if you are not playing a short game and 
whether or not you have chosen to specialize in Exploration, Discoverer, or 
Cartography, your positioning as the only player on the left side of the New World 
means that you have lots of time to discover the major landmarks in this area. Recruit as 
many Explorers as you can and make the most of the extra victory points you will gain 
from exploration. 


Colonies: Native players have huge, sprawling colonies that can’t develop buildings 
higher than Level 2. The advantage of the huge area means that you can easily build 
several Forts in each colony (for superior military force), while you can more easily situ- 
ate colonies that reap the benefits of both mountainous terrain (superior Gold and 
Metal Mines) and grassy or forested land near rivers or oceans (for enhanced productivi- 
ty modifiers). 


Since you don’t have to conduct overseas trade with a Mother Country, you are not 
limited to situating early colonies near the ocean. As long as you have access to rivers or 
lakes, you can build Trading Posts that will provide for all your internal trading needs. 
Finally, you don’t have to concern yourself with Commerce or Goods at all! To make 
the most of your abilities, be sure to build lots of Forts in your colonies. At least one 
Fort on each side of your colony will help defend you from destructive raids (see 
Chapter 7). Also, build War Colleges to make use of your excellent Gold Mines’ pro- 
duction, and situate your colonies so that they can independently produce all they need 
to survive. 


Land-based Combat: Although you can’t recruit military units of a level higher than 
2, your units can acquire experience and reach Level 5 (the same as European units). 
This fact, combined with your Leaders’ naturally superior ability to command large 
forces, will make you an enormous threat to other players. Build lots of Forts so you can 
support several armies. Build armies early and send them out to destroy or federate local 
native tribes. The experience the armies gain from these battles will increase your units’ 
levels and enhance your Leader’s Reputation. Wielding experienced armies makes you a 
far greater threat to other players. 


Eventually, you can develop armies of a size and strength to take on European 
colonies. If you choose to allot a large bonus to Combat during your Player Setup, 
make a point of raiding Europeans frequently. Not only will you hinder the development 
of their colonies and gain resources from your raids, you will also gain large numbers of 
victory points for inflicting damage on enemy units. Finally, never forget your Gold 
Mines are 250% as productive as European mines of the same level! Capitalize on this 
both by building hordes of units and with early and large investments in War Colleges. 
If you play it right, you will have superior units in superior numbers early in the game, 
giving you an enormous advantage early on while European players are still struggling 
to maximize their development. And when you have the advantage, press it! 


Naval Combat: Your Ships are small and weak. Don’t go crazy trying to prove your 
worth on the high seas. Use your Ships to transport your land units quickly from place 
to place, but high-tail them away from large European Ships! Since only Level 2 Ships 
can even initiate an attack, you’re asking for disappointment if you try to gain naval 
supremacy. If you really must make the most of the Natives’ sea capabilities, consider 
building lots of Docks and huge fleets. Attack enemy Ships en masse and use your large 
number of Ships on the ocean to confuse your opponents (lowering the odds that they 
attack a Ship carrying something worthwhile). Note, Native player Ships may not cap- 
ture European Ships! (Nice try though.) 


Federation: You have a considerable advantage over the European player with your 
ability to federate the smaller native tribes, rather than declaring independence from a 
Mother Country. European players have to fight crushingly huge armies sent by their 
Mother Country. You, however, can federate without fighting any such epic battles. 
Instead, you will have to contend with large Indian “war parties” raiding your colonies. 
This means, simply, that you should make sure all your colonies are well defended and 
that you have an additional army or two in the field to go crush smaller native villages. 
Several Cavalry and Infantry units (minimally three each) per colony, in addition to that 
colony’s militia, along with a Leader who can launch several attacks, should do the trick 
on defense during your time of federation. 


As long as you have at least one strong roving army (12 or more Level 2 or higher 
units), you can federate. With this roving band, systematically conquer each tribe near 
you (gaining experience as you go). These conquered tribes will contribute to your 
colonies’ defenses, attack your enemies, and offer huge potential for trade after being 
conquered and, thus, federated. Finally, the ability to federate early, without extensive 
preparation, makes playing as the Native player an ideal choice for short or mid-length 
games. 


EUROPEAN SENSIBILITIES 

Setting up the Game: Europeans have a balanced set of tools that they can use for 
winning the game. With their ability to use Artillery and fully develop colonies to Level 
4, there is no winning strategy that is unworkable for Europeans. You can easily choose 
a pacifist, colony-building approach, allocating large bonuses to Colony and choosing 
special abilities like Miser, Colonist, Pacifist, and Craftsman. Alternately, you can do just 
as well opting for an aggressive, blood-lust approach, concentrating on Combat and 
choosing special abilities like Conqueror and Admiral. 


Less useful in a long game is an exploration focus, with large bonuses chosen for 
Exploration and the selection of Discoverer and Cartographer as special abilities. This 
approach is inferior for European players, as opposed to a Native player, for two reasons: 
first, all the European players start out on the same side of the New World and must 
closely compete with each other for discoveries (so the more European players there are, 
the less useful this discoverer strategy becomes); and second, because European players’ 
units naturally move more slowly than those of Native players. Also of note is the fact 
that the total number of discoveries there are to make in the New World is limited! 


Once everything is discovered, the exploration race is over. That makes the total number 
of victory points you can gain from such a focus less and less significant the longer the 
game. 


Regardless of what playing style you decide to emphasize, choosing any of Missionary 
(unless you’re playing on Very Easy or Easy), Cartographer, and possibly Navigation, 
may be wise. Each of these special abilities can enhance your game under many circum- 
stances. 


Exploration: Always build as many Explorers as you can, and, especially early in the 
game, manually direct them to explore nearby terrain. Follow rivers and mountain 
ranges to discover landmarks as quickly as possible. Although the Al is fairly efficient at 
following landmarks, it is less efficient than you at cutting across uninteresting terrain to 
search for the sites of more potentially victory-point-laden discoveries. To enhance your 
discovery rate, drop your early Explorers off on land some distance apart. This also 
improves your chances of finding suitable colony sites early in the game and lessens the 
likelihood of having only uncovered unsuitable areas by the time your Settler Ship 
arrives on turn 6. 


Colonies: There are many approaches to founding colonies and building them up, 
any of which may be the best for you, depending on your chosen victory conditions and 
special abilities. Chapter 4 offers an in-depth discussion of colony building. For now, 
here are a few preliminary tips: First, make sure your initial colony will be able to place a 
Dock/Trading Post on a body of water that connects to the ocean by the time the 
Colony Center reaches Level 2. This is because you will need Goods to build the colony 
up to Level 3, and, in the beginning of the game, you can only acquire them through 
trans-oceanic trade with your Mother Country. Use the “Z” key to successively show 
the area your colony will encompass (with its Colony Center at the site of the cursor on 
the Game Screen) as it increases in levels, to ensure that the site you’re considering can 
build such a Dock. 


Second, be sure to start with lots of Mills, as Wood is the primary component of all 
Level 1 buildings. You will also need a Metal Mine to upgrade your colony to Level 2. 
After your colony is at Level 2, Mills are still vital, but begin paying more attention to 
Metal Mines. Metal is required extensively with Level 2-4 colony development as well as 
for equipping military units. Later, make sure you are acquiring enough Goods, through 
either trade or Commerce, to upgrade your Colony Center and buildings to Levels 3 
and 4. 


Third, focus your later colonies on areas that are most advantageous for exploiting 
your victory conditions. For example, if you are a Miser, it makes sense to situate a few 
colonies very near mountains and to devote them almost exclusively to Gold Mines (to 
capitalize on the specialization bonus, see Chapter 3). 


Land-based Combat: While your Leaders don’t start off as good as Native player 
Leaders, they will improve with practice. All colonies should be defended by several 
Cavalry units and a few additional Artillery pieces, if at all possible (remember, building 


a Fort provides some Artillery pieces among the militia). Your roving strike armies 
should have a healthy balance of Cavalry, Artillery, and Infantry to take advantage of the 
long-range ability of Artillery, the fast-charging skills of Cavalry, and Combined Arms 
and Flanking bonuses offered by multiple unit types attacking from several squares at 
once. If they survive battles, your army units will gain experience and strength and your 
Leaders will improve in Reputation and other skills. 


Regardless of your victory conditions, you should build at least one War College and 
invest in military research. If your aims are pacifistic in nature, invest modestly and pri- 
marily in defensive and Leader abilities. If your aims are aggressive, invest heavily in all 
areas. Finally, keep an eye out for approaching armies and attack them before they can 
attack your colonies. This decreases the huge collateral losses that attacks against your 
colonies frequently engender. 


Naval Combat: If you’re playing an aggressive game, build a few larger (Level 3 and 
4) Ships and patrol your ports and the seas in general. All players (especially in multi- 
human player games) will want Ships near their ports to attack seaborne forces 
approaching their cities. If you are playing with a focus on Combat with the Conqueror 
special ability, you will want a few extra big Ships on the seas to attack other Ships for 
victory points and fun. 


Independence: Fighting for independence is tough (see Chapter 6). You'll have an 
easier time of it if you have several colonies, all of roughly equal size. Commission the 
best Leaders you can and make sure your colonies are well stocked with Cavalry and 
Artillery units. Be sure to turn off your automated payment of taxes if you are fighting a 
war with your Mother Country that you plan to win! (You'll probably want to spend 
that money on increasing your military forces.) 


THE COMPUTER PLAYERS—WHO ARE THOSE Guys? 
Each country has certain default settings when played by the computer. Their default 
settings are shown in the chart below. 


Country Special Abilities | Colony Exploration Diplomacy Combat 

Britain Colonist 10 5 5 0 
Admiral 

France Cartographer 10 10 0 0 
Discoverer 

Holland Colonist 10 5 5 0 
Craftsman 

Spain Conqueror 5 5 0 10 


Discoverer 


Portugal Admiral 5 5 10 0 


Navigator 
Natives Conqueror 0 0 0 10 


Missionary 


Note: It makes sense to choose your country at least partly on the basis of whom you 
don’t want to play against. For example, it is easier to gain victory points from Colony 
and Colonist over time than from concentrations in some other areas. It may make 
sense, then, if your preferred mode of point accumulation lies in these areas, to play as 
the British or Dutch to decrease your competition from computer players in these areas. 
If exploration and discovery are your thing, consider playing as France or Spain to 
decrease the direct competition the computer would give you in these areas. 


TURNING 40—VicTorRY POINT BONUSES AND SPECIAL ABILITIES 

Before you allocate the 40 points that define your player position, take a moment to 
think about what kind of game you wish to play, as that will be the most important fac- 
tor in how you allocate these points. Below are listed the various ways that you may 
spend your 40 points, along with advice, both for how you may wish to play the game if 
you allocate points in the given area, and in what other areas you may wish to invest 
points for complementary combinations. 


CoLony: Sow Your SEEDS 
Effect: Increases the victory points you get for developing cities, by the chosen per- 


centage. For example, a “5” will increase the victory points you get from this category 
by 5%. 


Combinations: Works well in combination with Miser and Colonist, skills that will 
net you extra victory points for accumulating Gold and colonists, respectively. 


Strategies: Focus on building new colonies and upgrading and building up current 
colonies. Consider capturing enemy colonies as a great way to gain beaucoup victory 
points. On a cautionary note: don’t get so caught up in building up your colonies that 
you don’t defend them properly! Finally, consider building some later colonies in the 
middle of large plains (flat, grassy areas). Because of fewer hills, this will maximize the 
number of houses you can place there. While such colonies are weak in resource produc- 
tion, you can make up for this through internal trade and the fact that the large num- 
bers of colonists you are accumulating will net big victory points at the game’s end. 


EXPLORATION: FIND IT FAST 

Effect: Increases the victory points you get for being the first to discover new land- 
marks and for revealing previously darkened land squares by the chosen percentage. This 
increase in victory points does not apply to the 200-point bonus earned for finding the 
longest river and highest mountain. 


Combinations: Excellent if combined with Native player whose early land units can 
move farther per turn than those of European players. Also, Native players start out on 
the other side of the New World from European players which increases their odds of 
finding nearby landmarks before their competitors do. Also good to combine with 
Discoverer (for extra victory points earned from discoveries) and Cartographer (which 
increases how far land units move per turn). 


Strategies: Early in the game, recruit as many high level Explorers as you can. Build 
extra Taverns to increase the number of Explorers; you can always demolish the extra 
Taverns later in the game, after you are through with your exploration phase. Take the 
time (unless you’re playing against an extreme Time Penalty/Bonus), especially in the 
beginning of the game, to move your Explorers manually so that you can increase your 
odds of discovering important landmarks. 


ComsaT: WAR Is SWELL 
Effect: Increases the victory points you get for damaging units in combat and sinking 
Ships by the chosen percentage. 


Combinations: The Conqueror skill allows the support of extra military units, and 
the Admiral skill will increase your naval combat prowess — and there are lots of points 
to be gained for sinking enemy Ships!. A concentration here may also combine well with 
a Native player since their Leaders can command more units. 


Strategies: Focus on developing your colonies quickly for an early bid for indepen- 
dence that will later allow you to attack other players with impunity. Aggressively raid 
colonies and attack local tribes. Note, there is no sense in capturing colonies when 
ongoing raids can net you many victory points. Build enough Forts and supporting 
buildings to maintain your war effort, turning some colonies into, primarily, army-mak- 
ers. Put big bucks into War Colleges (build lots of Gold Mines for this!) to enhance the 
rate of military skills acquisition. 


DIPLOMACY: THE POPULARITY CONTEST 

Effect: Increases the victory points, by the indicated percentage, that you get for 
maintaining good relations with your Mother Country, or with other independent play- 
ers once you are independent. Victory points per turn range from 3 to 10 if you are on 
positive terms with the Mother Country or other players, depending on how positive 
your relations are. Victory points per turn range from -3 to -15 if you are on negative 
terms with the Mother Country or, once you become independent, with other indepen- 
dent players. Total victory points from diplomacy can be positive or negative depending 
on the types of relations you had with others throughout your entire game. Note, points 
in this area do not affect victory points earned from independence, commonwealth, or 
federation. Also, points put into this category will magnify the effect of negative rela- 
tions by the same percent that they increase the effect of positive relations! 


Combinations: A concentration in this area should work well if you are a Pacifist and 
a European. Other nonaggressive skills such as Colonist, Miser, and Craftsman are also 
compatible with a concentration in this area. Focusing on diplomacy does not make 


sense, however, for Native players since they cannot control how other players (who are 
not yet independent) view them. It also makes little sense to concentrate in this area if 
you wish to play an aggressive game. 


Strategies: Be good to your Mother Country. Once you are independent, propose 
positive changes in your relations with other independent players. Don’t go to war or do 
things that damage your relations with others unless you feel forced to do so in order 
to win. 


Miser: ALL THAT GLITTERS Is GOLD 
Effect: Costs 5 points to purchase as a special ability. Get 1 victory point per 50 Gold 
in your colonies on the last turn of the game. 


Combinations: Combine with Craftsman to get a better rate for selling commodities. 
May also combine well with a concentration in Colony (see above). Play as a European, 
since this allows you to upgrade all colony structures to Level 4. Furthermore, since you 
won’t want to build an excess of armies (that gets expensive), consider combining this 
skill with Pacifist. Note, since there is no “last turn” in games with Unlimited turns and 
Unlimited victory points, this skill has no value in such games. 


Strategies: Concentrate on building new colonies and building up current ones. 
Specifically, build all the Gold Mines you can. Consider building later colonies very close 
to mountain ranges with rivers and develop them primarily with an eye toward Gold 
production. This will also allow you to take advantage of the specialization bonus (see 
Chapter 3). Don’t neglect to build such colonies near a river or ocean, however, so that 
you can trade for the Wood, Metals, and Goods you'll need to build up the colony. 
Avoid diverting your focus toward combat and conquest since doing this well requires 
investment in a War College and the concomitant diversion of huge sums of Gold into 
research. Depending on the length of the game you are playing, you may wish to 
declare independence (to reduce the drain of taxes). Just be sure that you have estab- 
lished a strong-enough defensive ability to withstand the onslaughts from your Mother 
Country. 


Note: You will earn more victory points for your Gold (including through the sale of 
your excess commodities) than through converting surplus production at a colony! 
However, the victory points earned for your Gold depend on how much you have at the 
end of the game, which places you in a risky position (especially when defending against 
raids). Depending on the conditions under which the game was set up, you may or may 
not wish to take the easy victory points every turn by Converting Surplus, rather than 
selling your commodities and hoping you still have that Gold when the game ends. 


CoLonisT: THE CONSENSUS ON THE CENSUS CON 
Effect: Costs 10 points to purchase as a special ability. Get 1 victory points for 50 
people in your colonies on the last turn of the game. 


Combinations: Combine with colony-building types of abilities or concentrations, such 
as Colony, Miser, Craftsman, and Pacifist. Note, since there is no “last turn” in games 
with Unlimited turns and Unlimited victory points, this skill has no value in such games. 


Strategies: Establish as many colonies as possible. Particularly in the beginning of the 
game, plan on building out (lots of colonies with low level structures) more than build- 
ing up, since this is cheaper to do. Focus on Housing, Farms, and possibly Churches, 
building only enough Mills, Mines, and other structures to support your growth. 
Replace superfluous industries with more Housing. Be sure not to leave your colonies 
undefended, and when you go to war, concentrate on capturing colonies rather than 
raiding and destroying them. 


DISCOVERER: I CAME, I Saw, I NOTED 

Effect: Costs 5 points to purchase as a special ability. Get 10% bonus points for nam- 
ing and claiming new landmarks. No extra points are earned for finding the longest river 
or highest mountain. 


Combinations: Combines well with Exploration, Native player, and Cartography. 


Strategies: Same as for Exploration above. 


PACIFIST: TURNING THE OTHER CHEEK 

Effect: Costs 5 points to purchase as a special ability. Get 2 victory points per Colony 
Center level per turn. Lose 1 victory point for each level of military units (does not 
include Leaders) attacking someone else, and lose 25 victory points for initiating naval 
combat. The loss of points from initiating naval combat is present in game versions after 
1.0. Pay half cost for researching defensive tactics. Note, a sufficiently aggressive Pacifist 
can lose victory points, although points lost from attacks will be partly compensated by 
points earned from colonies. 


Combinations: Combine with other nonaggressive abilities such as Exploration, 
Colony, Colonist, Miser, Missionary, and Discoverer. This skill, because of its point 
accumulation, is especially useful for long games. 


Strategies: Reserve arms build ups for defending colonies, and focus specific efforts 
based on other chosen special abilities. Note that the point accumulation over time for 
the number of Colony Center levels you have makes this a particularly valuable skill for 
long games. 


CARTOGRAPHY: I KNow A SHORTCUT 
Effect: Costs 15 points to purchase as a special ability. Land units move 25 percent 
farther per turn. No direct effect on victory points. 


Combinations: Best combined with Exploration, Discoverer, and Native player. May 
also work fairly well with aggressive options (Conqueror, Combat, etc.) in that armies 
can move faster over land to reach their military objectives. Has some advantage for 
Colonist and Colony concentrations since early, thorough exploration increases the 
chances of finding good colony sites before your Settler Ship arrives on turn 6 and 
before other players find such sites and settle there. 


Strategies: Cartography has no special strategy associated with it beyond making the 
most of it in relation to other chosen special abilities. 


NAVIGATOR: Dip You HEAR THE ONE ABOUT THE COXSWAIN AND THE SEXTANT? 
Effect: Costs 10 points to purchase as a special ability. Ships move 25 percent farther 
per turn. No direct effect on victory points. 


Combinations: This may combine best with combat-oriented abilities, allowing you 
to use Ships to transport armies more quickly from one area to the next. It is less useful 
(because you don’t get victory points for revealing ocean squares), but still helpful, in 
combination with Exploration and Discoverer. Navigator may also compensate for some 
deficiencies that Native player Ships have. If you choose this skill, your Ships are more 
likely to counterattack when being attacked by another Ship, rather than trying to run 
away. Finally, this skill may be helpful in a game with few land seeds relative to water 
seeds (i.e., one where you’re expecting a lot of islands). 


Strategies: The Navigator skill requires no specific strategy. Just be sure to make the 
most of this skill, and allow your Ships to carry your armies, Settlers, and other units to 
speed their travels. 


CONQUEROR: TAKING A STAB AT WINNING 
Effect: Costs 15 points to purchase as a special ability. Forts support one extra mili- 
tary unit per level. No direct effect on victory points. 


Combinations: Combines best with Combat in providing the military units necessary 
to aid you in your battles. Combine with Admiral to become a threat to enemies at sea 
as well as on land. Will also work well with Native players whose Leaders naturally com- 
mand more units than European Leaders. 


Strategies: Make use of your ability to support huge armies by commissioning 
Leaders that can lead such armies. (That is, use the points you get to improve your 
Leaders to increasing the number of units they can lead and the number of attacks they 
can command.) With this ability you can support more armies than other players. 
Commission enough Leaders to capitalize on this skill. Invest heavily in War Colleges to 
maximize the prowess of your many, large armies. Don’t neglect colony development, 
Gold Mine building and upgrading, and trade, as you will need these to build and opti- 
mize your military. 


CRAFTSMAN: QUALITY IS ITS OWN REWARD 

Effect: Costs 10 points to purchase as a special ability. Provides approximately a 20% 
bonus to all trades (see Chapter 5). For example, instead of earning 5 Gold for 1 Wood 
when trading with your Mother Country, you will earn 6 Gold for 1 Wood. This effect 
is only for the sale of commodities to the Mother Country. It has no effect on purchase 
prices or direct barter. No direct effect on victory points. 


Combinations: May combine best with Miser and other nonaggressive abilities. With 
Miser, you can sell your commodities, earn more in trade from them, and improve your 
final number of victory points for accumulated Gold at the end of the game. Do not 
take this skill if you are playing as Natives, as it only affects your sales of commodities 
with the Mother Country, something that doesn’t exist for Native players. 


Strategies: Since trade can be critical to a young colony’s survival, getting good rates 
for the resources the colony has to sell can be extremely valuable. Getting good sales 
prices will give the colony more of the Gold it needs to purchase resources it is short of, 
to recruit units it needs for defense, exploration, or expansion, and for upgrading build- 
ings. Consequently, Craftsman is a fine special ability for supporting most playing styles. 


ADMIRAL: TOUGH SHIP, SAILOR 

Effect: Costs 10 points to purchase as a special ability. Makes Ships more adept at 
naval combat-allowing them to fight as if they were one level better. That is, they act as 
if they are one level smaller for purposes of determining who gets the wind gauge and as 
if they were one level larger when determining who is sunk, boarded, damaged, etc. (See 
Chapter 10 for more details on naval combat.) Admirals are more likely to stay and fight 
when their Ships are attacked. No direct effect on victory points. 


Combinations: Best combined with Combat and Conqueror for an all-out warlord 
style of play. 


Strategies: Don’t be shy about making the most of the Admiral skill. Shoot for inde- 
pendence early so that you can attack others with impunity. Then make some high-level 
Ships and patrol the seas, stomping on your enemies and ruling the waves. With control 
of the seas, your enemies will have a hard time getting to you, while you'll have an easy 
time getting to them. 


MISSIONARY: A BETTER WAY TO CROSS THE NATIVES 

Effect: Costs 15 points to purchase as a special ability. Improves your relations with 
nearby native Indians up to 2 points (on a scale of 1 to 200) per Church level per turn. 
Nearby native Indians are those within 30 squares of your Church buildings. The farther 
the tribe from your colony, the smaller the point gain. No direct effect on victory 
points. 


Combinations: Combines well with nonaggressive skills and may be extremely useful 
when playing at the higher difficulty levels (when local Indians tend to be significantly 
more hostile). Also combines well with an aggressive approach, making it easier to get. 


Insider’s Note: Conquest Of The 
New World producer and lead 
designer, Vince DeNardo, likes to 
play as England with 15 points 
allocated to each of Exploration 
and Combat with his remaining 
10 points spent on Colony. He will, 
occastonally, however, experiment 


with the other special abilities. 


Victory POINTS 


Strategies: Consider planting colonies near native 
Indians, even when hostile. Then build lots of 
Churches, defend your colony from Indian raids 
as best you can, and wait things out. Soon, the 
locals will have a change of heart and you’ll be 
able to trade heavily with them, in addition to 
having them help defend your colony from 
attacks. Note, the trade boost you can get from 
playing as a Missionary can be particularly helpful 
early in the game! Even the negative effects of an 
aggressive approach to natives, if you are cautious, 
can be effectively counterbalanced with this skill 
(and only with this skill!). 


Victory points are awarded for successfully completing many actions in Conquest Of 
The New World. The following table lists what victory points are awarded for, in the 
absence of the bonuses described in the preceding section. 


Category Action 


Victory Points Earned or Lost! 


Timer? taking too long lose indicated number (in red) of 
to complete turn VPs 
completing a turn gain indicated number (in black) of 
quickly VPs 
Colonies Convert Surplus using this option in the Commodity 
Detail window will give you 1 VP for 
50 Wood, Crops, or Metals; 1 VP for 
33 Goods; and 1 VP for 500 Gold* 
Category Action Victory Points Earned or Lostl 


Development 3 VPs per Colony Center Level per turn; 
1/20 VP per Building Level per turn 
Exploration being the first gain 1 VP for each black land 


to uncover a 
black square 


square you uncover first; no points 
for uncovering ocean squares 


being the first 
to discover a 
river, mountain, 


gain VPs as noted when discovered 


mountain range, and 


major region 


discovering the 
longest river, 
highest mountain 


gain 200 VPs if you have discovered 
the “biggest” of a particular 
landmark at the end of the game 


Combat 


fighting well 


gain 1 VP for every point of 

damage inflicted on enemy military 
units (not Leaders) in combat; 

10 VPs per Ship level of a sunken 
Ship (Version 1.0 awards 25 VPs per 
level of sunken Ship); no points 
awarded for killing Explorers, Settlers, 
Leaders, or units onboard a Ship. 


Diplomacy? being on positive gain 3, 5, 8, or 10 VPs per turn 
terms with the for diplomatic relations of 6, 7, 8, or 
Mother Country or 9, respectively, on the diplomacy scale 
another player (see Chapter 6) 
being on negative lose 3, 5, 10, or 15 VPs per turn 
terms with the for diplomatic relations of 4, 3, 2, or 
Mother Country or l, respectively, on the diplomacy scale 
another player (see Chapter 6)* 
becoming gain 1000 VPs; gain 500 if already 
independent commonwealth 
becoming a gain 500 VPs 
commonwealth gain 50 VPs per tribe that is federated 
federating tribes (Version 1.0 awards 50 points total 
for federating) 
Colonist colonists gain 1 VP per 50 people in colonies 
at end of game 
Category Action Victory Points Earned or Lost] 


Discoverer discoveries earn an extra 10% of VPs for named 
discoveries 

Miser Gold earn 1 VP per 50 Gold in colonies at 
end of game 

Pacifist colonies gain 2 VPs per Colony Center level 


per turn fighting 

lose 1 VP per military unit (not 
Leader) level involved in attacking 
other players or natives for land-based 
combat; lose 25 VPs when initiating 
naval combat 


1-VPs stand for victory points. 
Strategy Note: You get more vic- 2-Computer players do not get time 
bonuses or penalties. The amount of time 
that human players get in which to 
Surplus for your raw materials complete a turn is based on the average 

m ime it took all human players to 
(Wood, Metals, and Crops) than Rd a a ee es, 
you do for the equivalent amount 3-The indicated victory point bonuses and 
penalties for your relations with other 
players only apply when you and the player 
converted into Goods (unless your With whom you have the indicated 
relationship are independent. For this 
purpose, Native players are considered 


4). If you’re going for victory “independent.” 
4-Total victory points in the relevant area 


points this way, Convert your do not go below zero from this effect. 


Surplus before making Goods The above gains and losses in victory 
points, except where they depend on 
special abilities and those gained from 
Commerce buildings. achieving independence, a commonwealth, 

or federation, which depend on whether 
you start as a European or Native player, are available to all players in the game. 
Depending on your particular victory conditions, then, the information above should 
help you determine the best course of action to take under different circumstances. 
Remember that you will never know what your human opponents’ victory conditions 
are, except by inference from their actions. Your best bet, in trying to maximize your 
game score, is to make the most of your conditions! 


tory points from Converting 


of these materials once they are 


Commerce buildings are Level 3 or 


unless you have high level 


Chapter i 


One of the areas in which all players can achieve greatness in Conquest Of The New 
World is discovery. While it is important to explore the New World carefully, it is also 
important to know what goes in to creating a New World. Whoever creates a new game 
has significant influence over what the New World has to offer to all players. The follow- 
ing sections discuss this as well as the best ways to explore your new surroundings. 


THE GENESIS OF WORLD CREATION 

The Game Setup Screen prompts you to make important decisions about the New 
World for your Custom games. Be aware that Conquest Of The New World takes place in 
the northern hemisphere only (snow on top, jungles on the bottom) and exists on a 256 
x 256 square grid map. 


The appearance of the New World (how much land there is, whether you are on a 
huge continent or a relatively small island) depends on the number of land and water 
seeds selected during the Game Setup and has nothing to do with resource scarcity, 
game difficulty, or movement difficulty. 


The New World is always created with a three-square margin of ocean squares around 
the perimeter of the map. The rest is up to you. Each seed you select for land and water 
represents one pixel of land or water randomly placed within the play area prior to the 
map being generated. These seeds “grow” to create land masses and oceans or lakes. 
Once the world is covered with land and water, mountain ranges are placed inland and 
land is raised, starting at coastlines. This determines, how high the various ranges and 
mountains get. Excessive hills are smoothed out. Rivers are added based on projected 
rainfall, assuming prevailing winds are coming from the four major compass directions. 
Rivers flow downhill and pool into lakes when they can’t reach an ocean. 


Strategy Notes: Human players have a relative advantage over computer players when 
the New World contains lots of islands (more water seeds and fewer land seeds). This is 
because the AT is less efficient at trans-oceanic travel, whether for exploration or military 
purposes. Having more islands also gives players a chance to develop and stabilize early 
colonies with little interference before going to work on other agendas. Lots of islands 
are a strategic advantage for Pacifist players or others who wish to focus largely on 
colony-building efforts. However, if you are playing a short, aggressive game, one large 
continent is the best way to go since this gives you access to the other players for your 
military agenda. In addition, a game with several smaller land masses may slow down 
colony development (since there are fewer mountains on islands) and acquisition of 
exploration-based victory points. 


Setting the resources to Abundant will make all terrain types 33% more productive 
than usual. For example, if the “normal” productivity for a Mill in a particular location is 
50%, the modifier will increase to 67% if the resources are set to Abundant. Setting 
resources to Scarce will decrease these modifiers by 33%. Note, it will be much easier to 
find productive Gold Mines (which tend to be scarce at otherwise ideal locations) if you 
set the Resources to Normal or Abundant. 


Setting movement to Easy increases the movement allotment of all units by 50%. For 
example, if a unit could normally move 10 squares over grasslands per turn, on the Easy 
setting it could move 15 squares per turn. Setting movement to Difficult will decrease 
the movement allotment of all units by 30%. 


You also have control over the number of native tribes in the New World. Although 
more tribes may make exploration somewhat more tedious (having to avoid lots of hos- 
tile native tribes is a pain), it can also benefit you through enhanced trading opportuni- 
ties (especially for Missionaries) and increased chances to gain experience and victory 
points through combat (fending off raiding parties or attacking tribes directly). It is also 
a boon (and bane) for Native players, giving them more tribes to federate. 


The difficulty setting doesn’t just moderate the relative abundance of natural resources 
available to computer players- it also affects the percentage of native tribes that are hos- 
tile to all players. 


Difficulty Setting 


for Computer Players Building Productivity Native Indians* 
Easy same as human centered on 125 
Normal inc. by 20% centered on 110 
Difficult inc. by 40% centered on 95 
Very Difficult inc. by 60% centered on 80 


* The relations of the native tribes follow a bell-shaped (normal) distribution. Relations 
can range from 0 to 200 (where 0-99 is hostile; 100-119 is neutral; and 120 to 200 is 
friendly). This column indicates the center of the bell-shaped curve at the different difficulty 
levels. Be aware that there is a chance that you will find a tribe of any given level of rela- 
tions in any game, regardless of difficulty. 


The difficulty setting affects how much damage European players must do to the 
Mother Country’s troops when they try to achieve independence or commonwealth sta- 
tus. This number is 100 points of damage for Very Easy, 110 for Easy, 120 for Normal, 
130 for Difficult, and 140 for Very Difficult (60% of the indicated number must be 
achieved to gain commonwealth status). Note that each point of damage decreases a 
unit’s strength by one. 


The difficulty setting also affects the strength of native tribes which increases (on aver- 
age) as the difficulty setting increases. See Chapter 6 for more details. 


Setting the Time Bonus to anything 

but Off makes no sense unless 
Insider’s Note: Alan Emrich, addi- you're playing against human oppo- 
nents, since computer players will 


tonal designer, points out that if you always finish their turns more quick- 


hold down the Shift key while the New ly than you can. The time bonus is 
the same for each player on a given 
turn and its amount depends on the 


beginning of the game, your colonies average time it took all human play- 
ers in that game to complete the 


and units will all get the skull-and- previous turn. 


World is being generated prior to the 


crossbones pirate flag! You'll still be Although this is something you can- 
not affect through the Game Setup 
Screen, it may be helpful for you to 
get a nifty flag for your units to rally know how the computer determines 
where players’ first Ships are placed 
in the New World. For European 
players, it tries to randomly place 
them, spaced apart, on the right 
edge of the world. Snowy terrain will decrease the probability of a Ship being placed 
nearby, and mountainous terrain increases the probability of a Ship being placed nearby. 
Native players are placed in the same manner, but on the left edge of the world. 
Occasionally, to prevent overlap, the placement algorithm will put a new player at the 
edge of the map; if this occurs, simply start over. 


playing as the country you chose, but you 


round. 


MAPPING THINGS OUT 

In all strategy games, the first rule of thumb is “anything the computer can automate 
for you, you can do better yourself.” Although the computer does a fair job with 
Explorers in “auto-explore” mode, it lacks the ability to look at the “big picture” that 
humans have. You can quickly cut across black squares searching for evidence of a river 
or mountain range, where a computer-guided Explorer will more methodically uncover 
all black squares in an area until it tumbles onto such landmarks. Therefore, take respon- 
sibility for your own exploration activities, particularly early in the game when it’s a race 
to discover anything that can be named. This is doubly important if you have chosen to 
concentrate your victory point bonuses in Exploration and Discoverer. 


Every land square that you’re the first to discover (ocean squares are worthless for this 
purpose) is worth a fraction of a victory point. Of course, you won’t really know if you 
were the first player to see that square (unless it’s a named square or another player 

already has something there), so you must try to discover all the map as fast as you can 
to maximize the points you’ll get for discovering the New World. That means building 
another Ship or two early on, putting some Explorers on board, and shooting out into 


the blackness in search of further reaches of land. If you're on a huge continent, send a 
Ship with Explorers to its farthest reaches and explore it from two or three sides at once, 
rather than just radiating out from your first colony. 


Tactically, employ Explorers rather than military units for exploration whenever possi- 
ble. Follow every river; climb every mountain. The points they award are the easiest to 
earn. Points for vast regions (mountain chains, plains, forests, etc.) take quite some time 
to discover, but also pay big points. 


In addition to helping yourself, consider hobbling other players. When their Ships or 
Explorers happen by, you might want to risk a bit of ire from your Mother Country in 
order to try to kill one of their vital probes. Don’t do this if you’re a Pacifist, however, 
or you'll lose victory points, too. 


On a final note, be aware that efficient exploration is also extremely valuable for 
defensive purposes! You can see all units on revealed map squares. This means that you 
can see approaching armies, whether they are arriving by land or by sea. This gives you 
time to mount an adequate defense or a local counteroffensive (by attacking such units 
on the battlefield or at sea). 


Insider Strategy Tips: Below are a few approaches to exploration from a few of 
Conquest Of The New World’s team members. 


e Allow one of your first two Ships to explore the full coastline of your new 
continent, but keep your second Ship in port in case you wish to send off 
some troops or a Settler to a new colony location. Always control your 
Explorers yourself, especially at the beginning of the game. When you find 
mountains, move along the range’s entire length to discover all peaks and the 
entire range. Finally don’t bother building Taverns and new Explorers until 
later in the game; your resources are too valuable to spend in this way. 
—Amy Mitchell, playtester 


e Send each of your first four Explorers off in a different direction at the begin- 
ning of the game, and don’t use the Auto Explore feature! You are more 
likely to find the valuable mountain peaks and rivers if you personally pay 
attention to what each Explorer is doing. 

— Matthew Golembiewski, playtester 


e I like to build a Tavern right away and buy a couple more Explorers. Early 
on, half of my Explorers will be racing across my first colony’s land mass, 
while the rest will be on my second Ship in search of distant regions. 
—Alan Emrich, additional designer 


VARIOUS EARLY EXPLORATION STRATEGIES: 
e Always direct your Explorers yourself at the beginning of the game! 


e Disembark one Explorer from your first Ship and then move to another location 
before disembarking the next one, and so on. This increases the range of area you can 
cover at the beginning. 


e Disembark all Explorers at once, take a quick look at the local area for one or two 
turns, and then return them to the Ship and go to another area. Repeat over and over 
again. Use the second Ship to explore coastlines. 


e Keep some Explorers on your Ship and disembark one whenever you see a new river 
while exploring the coastline with the Ship. 


e If you disembark all Explorers at once, try sending them off in different directions to 
maximize your familiarity with the local territory as quickly as possible. 


e Use at least one Ship to explore the entire coastline of the New World. 


e Remember, Explorers can explore coastlines, too! Ships are not the only pieces cut 
out for that. 


COMPUTER EXPLORATION: PEERING INTO THE DARKNESS 

The computer handles the exploration of computer players somewhat differently than 
it handles the auto-exploration mode you can set for your Explorers. Computer player 
Explorers don’t get stuck in hostile native tribes’ territories. Also, when computer play- 
ers hit land, they know whether it’s a huge continent or an insignificant island. Finally, 
when computer players found colonies, they can “peek” into darkened squares nearby, 
although they must found colonies on sites they have already explored. That’s it! 


For your own Explorers and Ships, however, it may help you decide whether or not 
you wish to personally direct them if you know how the computer “explores” the world. 
Computer-controlled Explorers will try to uncover the nearest black square they can, 
unless they discover a river or mountain range. In this event, they will try to follow the 
river or mountain range so that their controlling player may “discover” it and earn victo- 
ry points for doing so. When the computer players’ Explorers cannot find any darkened 
squares anywhere on the continent (not necessarily nearby) to which they can get by 
travel on land, they will simply stop moving! For human players who are using the com- 
puter to control their Explorers, a message will appear that indicates when a unit is done 
exploring a local region; the computer will not make the effort to find further darkened 
squares on the continent for you. You can then personally redirect the Explorer to 
another area of the map. 


Computer-controlled Ships will attempt to explore along the entire coastline of the 
first continent they find (i.e., their starting land mass). Once that coastline is completely 
explored, such Ships venture off into the ocean. If they happen upon new land, they will 
try to explore new coastlines until complete. Again, after completely revealing the coast- 
line of another continent or island, the Ships will take off into the ocean in search of 
something new. If computer players’ Ships finish an area and cannot find further dark- 
ened squares to explore they will simply stop moving until the computer player com- 
mands them to do something else. For human players with computer-controlled Ships, 
when they are done exploring an area, a message will appear and allow them to redirect 
such Ships to new areas of the map. 


Note: Computer-controlled Ships that are exploring on the “persistent” mode occasion- 
ally wander away from the coastlines they are trying to follow! If you are using this 
mode, check on your Ships every few turns to make sure that they’re staying on track. 


The computer players are not very good at getting off their starting continent for the 
purposes of exploring or settling on other land masses (although they should be much 
better in later versions of the game). This is a huge advantage that you have over the 
computer. Be sure to take ruthless advantage of this, and send Explorers and Settlers off 
to other land masses in the New World. 


EFFECT OF TERRAIN ON PRODUCTION AND MOVEMENT 

The following table shows how each terrain type affects the movement point 
allowance of Ships, Explorers, and other units. In particular, note that most units are 
extremely poor at traveling. Only Explorers get reliably good movement costs for travel 
on land (especially on mountains). In practice it is a good idea to use Explorers for the 
arduous task of discovering the New World and to let Ships carry other units to their 
destinations. If you must cross land with other unit types, let Leaders carry such units 
(especially Settlers) to speed overland movement as much as possible. 


MOVEMENT CosT* 


Terrain Type Ships Explorers Other Units 
Going up River impassable 8 50 
Going down River impassable 4 50 
Crossing a River impassable 8 50 
Lake impassable impassable impassable 
Ocean 4 impassable impassable 
Grass impassable 8 10 
Forest impassable 12 20 
Jungle impassable 15 40 
Desert impassable 10 14 
Snow impassable 15 40 
Mountains impassable LIe? 60 
Snowy Mountains impassable 25 80 


* The movement cost is in “points.” The higher the number, the harder it will be for a 
unit to cross the indicated terrain and the more of its movement points will be expended. 
Note: the “hills” you see on plains, deserts, forests, etc. do not affect movement! Only moun- 
tains and the terrain type itself have any effect on movement cost. See the Unit Table 


(Chapter 7) for information on how many movement points each unit type gets. Below is a 
range of movement point allowances for each unit type (in the absence of the Cartography 
and Navigator skills): 

Artillery: 60-115 

Cavalry: 80-155 

Explorers: 100-155 

Infantry: 60-135 

Leaders (before movement bonuses): 80-135 

Settlers: 45-95 

Ships: 115-180 


** This number actually ranges from 15 to 20 and depends on various sub-categories of 
mountain types (forested mountains, grassy mountains, etc.). 


The following table shows how terrain affects the productivity of Farms, Mines, and 
Mills. No other buildings are affected by terrain other than requiring level land on 
which to be built. Note that rivers are extremely beneficial to the productivity of all 
these industries, and that, therefore, placing your colonies near rivers is always a wise 
choice! However, a river alone is not sufficient to raise the productivity of a particular 
industry unless the land itself can support it. Therefore, you can’t build productive Gold 
Mines on grasslands far from mountains near rivers. However, you can build extremely 
productive Gold Mines near both mountains and rivers. 


Productivity 
Gold Metal 
Terrain Type Farm Mine Mine Mill 
Ce tw G MEO Nf mos 
Ocean 6 0 0 0 
Rivers 8 9 9 9 
Desert -4 0 0 0 
Grass 4 0 0 zl 
Forest -1l 0 0 3 
Jungle -3 0 0 4 
Mountain 0 3 3 0 
Snow -3 3 2 =2 
Building Area 4x4 7x7 7x7 5x5 


The productivity of the different terrain types in the table above is given as a percent- 
age increase in productivity to the indicated building type. Each building has an area 
(given at the end of the table) of terrain on which it draws for its productivity. The 
building sits at the center of the square and each square in that area additively con- 
tributes its modifier to the building’s productivity. The sum is then the productivity for 
that particular building type in that location. 


Note: Gold Mines start with -100% productivity, so all terrain modifiers must work up 
from this number. For other industries, productivity starts at 0%. 


The contribution to Gold Mine productivity from river squares depends on adjacent 
mountain squares. For each mountain square in a Gold Mine’s area, one river square is 
allowed to contribute its productivity. Extra river squares have no effect on the Gold 
Mine’s productivity. You will never, therefore, be able to build a productive Gold Mine 
by a river in the middle of a grassy plain. 


PRODUCTIVITY MODIFIERS AND THE SPECIALIZATION BONUS 
This section is to clarify how productivity modifiers affect the productivity of your 
Mills, Mines, and Farms. 


Step 1: Each Mill, Mine, and Farm has a “normal” amount of Wood, Metal, Gold, or 
Crops that it produces at its current level. This “normal” amount is how much it will 
produce in the absence of any productivity modifiers. This number is listed in the 
Building Table (Chapter 4). 


For example, each Level 1 Mill will “normally” produce one Wood per turn. 


Step 2: To determine how much total Wood, Metal, Gold, or Crops a colony would 
“normally” produce, the computer adds up all the “normal” amounts each Mill, Mine, 
or Farm would produce given its current level. 


For our example: If our colony has eight Level 1 Mills, it can expect a normal, com- 
bined production of Wood of 8 Wood per turn (one for each Level 1 Mill). 


Step 3: To determine how much each Mill, Mine, or Farm can normally produce 
based on the current labor situation, the computer determines how many people are 
working in each industry. If there is no labor shortage, each industry produces the maxi- 
mum amount it can, based on terrain modifiers to productivity and any specialization 
bonus that might apply. 


If there is a labor shortage, however, the computer must divide up the labor over all 
industries. Labor is added to Gold Mines, Metal Mines, Commerce, Mills, and Farms so 
that the following relative production of each of these commodities is preserved: 


2 Crops produced per 
1 Wood produced per 
1 Goods produced per 
1 Metal produced per 
10 Gold produced 


That is, the ratio of 2 Crops to 1 Wood to 1 Goods to 1 Metal to 10 Gold is pre- 
served. 


This production (of 10 Gold, 1 Metal, etc.) is considered one “level” of commodity 
production. When one level of everything is being produced (using available labor) and 
there is more labor on hand, the next level is filled, in the order given above. 


For our example: Let’s say that the labor level is insufficient to man all of our 8 Level 1 
Mills, so the maximum production of 8 Wood is not reached. After dividing up available 
labor over industries, in this example, let’s say our Mills only produce 6 Wood per turn. 


Step 4: The computer adds up all the productivity modifiers (based on terrain) affect- 
ing each Mill, Mine, and Farm to get a total productivity modifier. 


For our example: Let’s say that four of the Mills have a +75% bonus and four have a - 
25% “bonus.” This comes to a combined bonus of 4 x 75% (or 300%) plus 4 x -25% (or 
-100%), for a grand total of +200%. That means that our Mills can produce 16 Wood 
per turn (rather than the “normal” of 8 Wood per turn). Since we’re actually producing 
6 Wood per turn, based on available labor, that means that only 6/16 of the Mills are 
filled with workers, and that the colony could definitely benefit from some more immi- 
gration. 


Step 5 (Specialization Bonus): Each building type of the most prevalent industry in 
a colony gets a specialization bonus. The computer determines which industry is most 
prevalent in the colony by counting how many building-level-squares there are for each 
industry. For example, each Mill occupies one square and 8 Level 1 buildings will there- 
fore give us 8 buildings x 1 Level per building x 1 square per building, or 8 building- 
level-squares. Two Level 3 Farms would give us: 2 buildings x 3 Levels per buildings x 4 
squares per Farm, or 24 building-level-squares. The industry in a colony with the high- 
est building-level-square value will receive a specialization bonus. Note, that, Gold and 
Metal Mines are lumped together for this bonus, so if your colony has lots of one type 
of Mine, both types of Mines may end up benefiting from this bonus. Further, only 
Farms, Mills, and Mines are considered; Commerce does not count. 


The industry with the most building-level squares will get the specialization bonus. 
But, how much of a bonus it receives depends on the building with the second highest 
building-level-square value. To determine the exact value of the bonus, take the differ- 
ence of the two values. 


For our example: Let's say our town has those 8 Level 1 Mills, 1 Level 1 Farm, and 1 
Level 1 Metal Mine. The Mills will have a building-level-square value of 8, the Farm will 
have a value of 4, and Mines will have a value of 1. This makes the town’s specialization 
bonus go to its Mills. The difference between the Mills” building-square-level value and 
that of the next most prevalent industry (Farms) is 4. 


If the difference is 20 or less, the specialization bonus is equal to 1% for each point of 
difference. If the difference is greater than this, an extra 0.5% bonus is added for each 
point of difference past 20 until 40. (So if you had a 40 point difference, the total spe- 


cialization bonus would be 30%: 1% each for the first 20 points of difference, and 1/2% 
each for the second 20 points.) If the difference is even higher, any point difference over 
40 increases the specialization bonus by 0.25%. 


For our example: The difference between Mills (the most prevalent) and Farms (the 
next most prevalent) was 4. This gives a 1% specialization bonus for each point of differ- 
ence, for a total of a 4% specialization bonus to productivity for each Mill in the colony. 


The total productivity (from Step 4) for an industry is then added to its specialization 
bonus (multiplied by the number of buildings receiving it) to obtain the maximum pro- 
duction (in the absence of trade or consumption) of the indicated commodity per turn 
by that colony. 


For our example: Let’s say that Mills are the most prevalent industry in our young 
colony. Each of the eight Mills gets an additional 4% added to its productivity. Earlier 
these Mills (without the specialization bonus) had a total productivity of 200%. For 
eight Mills each with an additional 4% productivity, this makes the maximum productivi- 
ty for Mills in this colony = 200% + (4% x 8) = 232%. Since the base production of 
Wood for eight Mills is 8 Wood this gives 232% of 8 which is 18.52 or 18 Wood (the 
values are truncated). For this colony, the specialization bonus has increased the Wood 
production from 16 (for the 200% total productivity of the Mills before the specializa- 
tion bonus) to 18 Wood per turn. 


Note: If two industries are equally “most prevalent” in a colony, there is no specializa- 
tion bonus. 


The specialization bonus, if any, received by a building of a particular industry type is 
shown when you double-click on such a building in your colony. This bonus is in paren- 
theses (there is no specialization bonus if there is no number in parentheses) following 
the productivity modifier for that building. The productivity modifier you see includes 
any specialization bonus. 


apter 4 


FOUNDING AND BUILDING Up Your COLONIES 

Conquest Of The New World is a “4X” game. That means that players will 1) eXplore, 
2) eXpand, 3) eXploit, and 4) eXterminate. The middle two, expand and exploit, hinge 
on founding and building up your colonies. The player with the biggest and best eco- 
nomic base is the one most likely to survive to and through the last phase of the game 
(when players concentrate most on exterminating each other). The following sections 


provide useful information and tips on achieving a solid economic base in Conquest Of 
The New World. 


PLACING YOUR FLAG ON A NICE BEACH 

The best single colony site is one with a balance of resources. For your initial colony, 
you should try to select a well-balanced site. This means finding a coastal plain so you 
can set up a Dock to trade with your Mother Country if you are European and to 
launch new Ships by no later than Colony Center Level 2. This site should abut a 
mountain for highly productive Metal and Gold Mines. It should also be near a river for 
superior Farms and Mills, if that river has an adjoining forest or jungle, you’re all set, as 
your Mills will be extremely productive. 


Note: Place your cursor at a potential Colony Center site and use the “Z” key repeated- 
ly to see the area that a Level 1, 2, 3, and 4 colony will encompass if the Colony Center 
is placed at the indicated site. This will show you if you can, for example, build an ocean 
Dock when a colony is at Level 2, or if eventually you will be able to build productive 
Gold Mines in this colony. 


If you can’t find a “perfect” site quickly enough (and time is important), you still 
need the coastal plain, river, and, if possible, trees. The mountain is the least crucial 
terrain feature to look for at your initial colony site since you can always acquire Gold 
through trade and even the most poorly placed Metal Mines produce at least one Metal 
per turn at Level 1. 


Insider Strategy Tips: Below are various approaches to founding colonies. 


e You don’t have to build your first colony on the coastline if you can build it 
near a river that has access to the ocean. This still allows you to trade with 
your Mother Country (although you won’t be able to build Ships), and you 
can take advantage of higher Gold and Metal Mine bonuses by building in 


interior sites near mountains. —Matthew Golembiewski, playtester 


e Always try to build your first colony in an area with a flat plain, forests, and 
near mountains and the ocean. Building near mountains isn’t necessary, how- 
ever, because you can always trade for Gold. Still, trading is a hassle, and it’s 


better to have a few Gold Mines. In a solitaire game, if you can’t find such an 
area, think about starting over because where you place your first colony is far 
too crucial to your success in the game to compromise. —Amy Mitchell, 
playtester 


e Gold is critical to your success in the game. Always try to build colonies so 
they will be able to construct productive Gold Mines. Don’t place your Gold 
Mines in areas where their productivity is low. In a game with Abundant 
resources, only put your Gold Mines where their productivity is -45% or bet- 
ter; in a game with Scarce resources, look for productivities of -60% or better. 
Especially look for areas where rivers are near mountains. These make the 
best places to put your Gold Mines. If you are placing Metal Mines and the 
spot you are looking at has a productivity greater than 100%, put a Gold 
Mine there instead! Use your common sense and balance your desire for 
Gold with your colonies’ other needs. Always make sure you put your 
colonies where there is enough flat land for expansion, and really look for 
sites near rivers since not only Gold Mines but Farms and Mills, too, benefit 
immensely from productivity increases when they are near rivers. —Erick 
“Quetzalcoatl” Lujan, playtester 


e Don’t get greedy and neglect having at least a little prime farmland for your 
first colony site! Nothing is more depressing then selling off your hard-cut 
wood just to raise the cash you need to pay taxes and to prevent your colony 
from starving!—Alan Emrich, additional designer 


e Look for four things when scouting for a new colony site: lots of forests or 
jungles for Wood, flat terrain for Farms and Forts, good Gold Mine locations 
(near rivers and mountains), and water with access to the ocean for Docks. 
Depending on the game, you may not want to build a colony right away. 
Take your time finding a good site instead, even if this means waiting until 
turn 25 or later! While this is not a good idea if you’re playing on Very Hard 
or against human players, under other circumstances, in other games, you 
have the time to be choosy. —Erick “Quetzalcoatl” Lujan, playtester 


Later, you may want to establish multiple colonies, each specializing in Metal, Gold, 
Wood, or Crop production to make the most of the specialization bonus that is applied 
to colonies devoting most of their efforts to one industry. Each such colony can then be 
set up for persistent trades with other colonies to maximize your global production effi- 
ciency. This approach will change the “ideal” nature of future colony sites, making 
inland colonies near mountains most attractive for Gold or Metal production, making 
colonies deep in a jungle near a river especially attractive for Wood production, and 
making colonies deep in grasslands and large plains well suited for Crop production. 
Such colonies should all be placed near rivers to maximize the productivity of the land 


and to provide the necessary opportunity for trade (i.e., so you can build Trading 
Posts). 


Another important consideration when selecting a colony site is the proximity of hos- 
tile and friendly native tribes! Nearby hostile tribes will harass and, occasionally, overrun 


your colonies. Unless you are a Missionary, try to avoid starting a colony near more 
than one hostile tribe. This is most important early in the game, before you have the 
armies and Forts necessary to really defend your colonies. 


Conversely, each nearby friendly tribe will make your colony’s life much easier by 
offering trading potential (trades with natives are significantly more advantageous than 
trades with your Mother Country) and militia to help defend your colony from attacks. 
Bear in mind that the instantaneous trades you can make with natives can really save 
time in a colony’s growth cycle. Don’t hesitate to make use of such trading potential 
while you’re trying to build up your colonies—use it every turn, if possible! 


Note: Computer players grow new colonies like weeds, although there is a global limit 
for the number of all computer players’ colonies of approximately 25. This global limit 
does not affect human players, but for the computer players it includes all human play- 
ers’ colonies! So if a computer player does not spread out quickly (before there are 25 
colonies in the New World), it may completely miss its chance to build extra colonies. 
Even though there is a limit, computer players build new colonies quickly and well. So, 
if you’re near some computer players, you may try “hemming in” their colony-building 
efforts by starting several colonies around them. Since most of their new colonies are sit- 
uated right next to old ones, this can severely hamper the speed with which computer 
players increase the numbers of their colonies. Whether or not this will work as a strate- 
gy will depend a lot on your relative location to a computer player and the development 
of your colonies relative to theirs. For example, if your colony is not at a stage where it 
can easily spin off Settlers, this won’t be workable for you at that point. 


Building Cost’ Labor’ Production”? 
(Level) or Capacity 
DEDE DOE IS LI SE E E ESSE CE EE SST SIS ET 
Church (1) 5W 0 +10 people 
(2) 208, 5M, 12W 5 (20) +20 people 
(3) 50$, 12M, 5G, 25W 10 +30 people 
(4) 100$, 25M, 12G, 40W 20 +40 people 
Colony Center (1) 1 Settler 0 100 people 
(2) 5M, 20W 60 (40) 300 people 
(3) 1008, 10M, 5G, 40W 180 600 people 
(4) 250$, 20M, 10G, 80W 360 1000 people 
Commerce (1) 3M, 2G, 3W 20 +1 Good? 
(2) 7M, 5G, 7W 60 +3 Goods? 
(3) 20$, 15M, 10G, 15W 120 +7 Goods? 
(4) 60$, 25M, 16G, 25W 200 +12 Goods? 
Dock (1) 2W 30 
(2) 2M, 5W 90 +2 (+1) trades 
+20 items /trade* 
(3) 5M, 2G, 10W 180 +3 (+2) trades 
+30 items /trade* 
(4) 25$, 10M, 5G, 16W 300 4 (+3) trades 
+40 items /'trade* 
Farm (1) 4W 40 +3 (+2) Crops 
40 people 
(2) 4M, 10W 120 +9 (+6) Crops 
80 people 
(3) 10M, 4G, 20W 240 +21 Crops 
120 people 
(4) 20M, 10G, 32W 400 +36 Crops 
160 people 
Fort (1) 1M, 10W 20 
(2) 5M, 25W 60 
(3) 20$, 15M, 5G, 50W 120 
(4) 90$, 30M, 15G, 75W 200 
Gold Mine (1) 8W 60 +20 (+50) Gold 
(2) 8M, 20W 180 +60 (+150) Gold 
(3) 208, 20M, 8G, 40W 360 +140 Gold 
(4) 1008, 40M, 20G, 64W 600 +240 Gold 


Housing (1) 2W - 100 people 
(2) 2M, 5W - 300 people 
(3) 10$, 5M, 2G, 10W - 600 people 
(4) 40$, 10M, 5G, 15W - 1000 people 
Metal Mine (1) 4W 30 +1 Metal 
(2) 4M, 10W 90 +3 Metal 
(3) 10$, 10M, 4G, 20W 180 +7 Metal 
(4) 508, 20M, 10G, 32W 300 +12 Metal 
Mill (1) 3W 20 +1 Wood 
(2) 3M, 7W 60 +3 Wood 
(3) 10$, 7M, 3G, 15W 120 +7 Wood 
(4) 50$, 15M, 7G, 25W 200 +12 Wood 
Tavern (1) 2W 0 
(2) 2M, 5W 5 (15) 
(3) 10$, 5M, 2G, 10W 15 
(4) 40$, 10M, 5G, 15W 30 
War College (1) 208, 15M, 5G, 50W 120 


(150$, 15M, 50W) 


1-Costs apply to both Native and European buildings. Where costs or labor differ, the 


Native value is shown in parentheses. Also note that Natives cannot build structures of a 
level higher than 2. Finally, note that Native players can build Commerce buildings. 
However, in practice, unless they trade with other players for Goods, which they don’t 
need, they cannot build Commerce, which they also don’t need. 


Abbreviations used in the Cost column are: 


$ = Gold 

M = Metal 
G = Goods 
W = Wood 


Labor values for Churches, Taverns, and Colony Centers are not in Version 1.0, but 
should appear in later versions of the game. Note that labor for such buildings (and for 
Forts and other non-industries) is primarily cosmetic. A shortage of labor will affect 
these buildings before it affects Farms, Mills, Mines, and Commerce, in that they will 
“lose” their labor. It will, however, have no effect on how well Churches, Taverns, 
Colony Centers, Forts, etc. function. 


2-The values shown are for a building of the indicated level (so the values for particu- 
lar building types at different levels aren’t additive). Indicated production is per turn in 


the absence of positive or negative productivity modifiers and in a building whose labor 
needs are completely met. Where production differs for Native and European players, 
Native production is indicated in parentheses. Capacity refers to Housing, Farms, and 
Colony Centers and their ability to house people. The indicated number of people such 
structures can house is listed in this column. Natives cannot build structures higher than 
Level 2, so production and capacity numbers for such structures do not apply to the 
Native player. 


3-Level 1 Commerce consumes one each of Wood, Metal, and Crops; Level 2 con- 
sumes 2 of each; Level 3 consumes 3 of each; and Level 4 consumes 4 of each. 
Consumption of all required Metal, Wood, and Crops at the end of the current game 
turn is necessary for a Commerce building to produce its quota of Goods by the follow- 
ing turn. 


4-The limitations of number of items per trade apply only to European player trades 
with the Mother Country. Although each Dock level adds one trade per turn to your 
colony’s trade capacity, it only does so for all Dock levels after the first! So a colony with 
one or more Docks at Level 1 will not have a greater trade capacity than a colony with 
no Docks. Only when a Dock is upgraded will the trade capacity increase from Docks. 
Note that trade capacity refers to how many trades a colony can make per turn. Clearly, 
a colony with an ocean Dock of Level 1 has a greater trade capacity in the sense that it 
can trade with its Mother Country, even though the colony can not make more trades 
per turn that it could have before it built the Dock. 


IMMIGRATION, EMIGRATION, AND FREE LABOR 

The natural immigration rate to colonies is 8% of the current population. This immi- 
gration rate goes up by 10 people per turn per Church level in the colony. Since the 
immigration rate is naturally rather high, Churches make no sense in colonies that are 
already well populated, unless you have the Missionary skill and are near a number of 
hostile tribes. Note, you cannot bring people to your colony if you have insufficient 
housing for them! 


For example, if you have a colony with 1,000 people, your natural immigration rate 
will yield 80 people next turn (as long as you have enough Crops to feed everyone). A 
Level 1 Church will increase this immigration rate to 90 people next turn (a +10 influx, 
causing a 12.5% increase in immigration next turn). Four Level 1 Churches will increase 
the rate to 120 people next turn (i.e., 50% increase over the natural immigration rate). 


Note: It is significantly cheaper to build several Level 1 Churches rather than to 
upgrade existing Churches. Each Level 1 Church has the same effect as upgrading an 
existing Church by one level and costs a lot less, Despite the additional (and valuable) 
room such Churches take up, it is still recommended to boost immigration in this way 
rather than expensively upgrading Churches. 


When your colony increases in size to 2,500 people, your natural immigration rate 
levels off at 200 people per turn! At this point, and as colonies increase further in size, it 
no longer makes sense to build Churches or even to keep existing ones (after the first), 


because the relative impact of these structures on the immigration rate is increasingly 
negligible. Again, the only reason to hang on to Churches at such a point is if you are a 
Missionary and are near hostile Indian tribes. 


Colonists may also leave your settlements or starve if there are not enough Crops to 
feed them. Your people are fed from what is in your current stockpiles. What you see in 
parentheses are the Crops that will arrive on the following turn, which is not in time to 
feed your people this turn. If there is not enough food currently in a colony’s stockpiles 
to feed its people (each colony consumes 1 Crop plus 1 Crop for each 100 people; 
therefore, the minimum Crop consumption for a colony is 2 Crops per turn) then you 
will lose the 8% natural immigration rate although you will retain any immigration from 
Churches present in the colony. If you have no Churches, however, the population will 
decline by 1/10 of the unfed population per turn. So if you have no Churches and can’t 
feed 100 of your people, 10 of them will leave by the following turn. 


When there are not enough people to fully man all of your industries the available labor 
gets distributed as described in Chapter 3 (the section on Productivity Modifiers and the 
Specialization Bonus). Basically labor gets divided over industries so that 2 Crops are 
produced for every 1 Wood, 1 Good, 1 Metal, and 10 Gold. Once an industry “fills up” 
or if it doesn’t exist yet, it is no longer considered. Only those industries with space get 
labor, with the preceding order dictating who gets labor next. 


While unmet labor demands don’t penalize you as such, it can slow down a colony’s 
development drastically, especially in its early stages. This is especially true if you build 
many Mills and then build some Mines only to find your Mills standing idle while the 
Mines fill with workers so that their production level is the same as the Mills! Since you 
need the valuable Wood from your Mills to build things up, such poorly planned devel- 
opment can cost you vital turns of productivity. Furthermore, idle people (overpopula- 
tion) don’t do any harm other than, perhaps, not optimizing your colony’s potential 
resource production and consuming food. (But who cares if surplus people starve, right? 
Let them eat cake!) 


Conquest Of The New World is not striving to be an exact model of early colonial eco- 
nomics. Hence, slave labor was left out of the game for simplicity’s sake. —Alan Emrich 


DEVELOPING YOUR COLONIES THE OLD FASHIONED WAY 

There are many things that will affect your economy. Many of these have been 
described in other sections, including the influence of terrain, labor supply, and special- 
ization on productivity of industries and the factors affecting immigration and emigra- 
tion. In this section, we discuss some strategies for developing your colony at various 
points in its growth cycle. This section deals largely with the “balanced” colony, instead 
of the colony that is designed to specialize in one commodity to the exclusion of others. 
But first, we have a general hint about colony growth and development: 


Insider Tip: From Greg Marsters, designer and “feature boy”: For a growing 
colony, the most efficient colony will never have an excess of anything. There 
should not be excess labor, Crops, Wood, Metals, or Gold. If you have excess 
labor, you don’t have enough industry. If you have too many Crops, you have 


too many Farms or not enough people or Housing. If you have extra Wood or 
Metal, you aren’t building quickly enough. And, if you have extra Gold, you 
aren’t trading it for resources that you can use to build up your colony or 
investing it properly in research. 


There are two basic concepts that govern early building schemes for colonies: “supply 
and demand” and “waste not, want not.” Both approaches are perfectly reasonable: the 
first approach providing efficiently for what is immediately needed within the colony 
and, thereby, getting it off to a flying start; the second approach allowing for a balanced 
start, providing important commodities for trade, buildings, and recruitment at every 
stage, and obviating the need for urban renewal. In practice, some combination of these 
two approaches may be most practical, providing players with some of the advantages of 
each. 


SUPPLY AND DEMAND 

This method of colony development requires you to look closely at what the colony 
needs most at each point in its growth cycle. These stages are described below, along 
with the recommended building scheme for each. 


New Colony: The greatest needs a new colony has are for people, Crops, and Wood. 
The Wood is the only non-Crop commodity required at this point since all Level 1 
buildings (except for Commerce, Forts, and War Colleges) need only Wood to be built. 
Furthermore, Wood can be traded to Natives and the Mother Country for Gold. By this 
reckoning, the first things you should build are 1) Housing for all your new immigrants, 
2) Farms to feed them, 3) lots of Mills so you can build and trade off any surplus Wood 
production, 4) Churches to boost early immigration, and 5) a Dock or two so you can 
conduct trades. The Dock is best placed so that it connects to an ocean in this scheme 
so you can trade for what you need with the Mother Country, but this is not strictly 
necessary until your colony hits Level 2, unless taxes force you to build one. 


Strategy Tip: There are many who believe that the greatest need for a new 
colony is to reach Level 2 (with its greater space and higher building-level 
potential). With the beginning resources of your first Settler, you can trade for 
the Metal you need to upgrade your colony almost immediately. Alternatively, 
you can build one Mine and get the Metals you need in a few turns. If you’re 
going for the minimalist approach, but don’t want to trade to get what you 
need to upgrade your colony immediately, be sure you build at least 5 Mills 
right off the bat to get the Wood you need. 


Level 2 Colonies: The greatest need a colony has immediately before upgrading to 
Level 2 and while it is a Level 2 colony is for Metals. Several turns before you wish to 
upgrade your colony to Level 2, build some Metal Mines. You will need 5 Metals (and 
20 Wood) to upgrade your Colony Center to the second level. After you upgrade, your 
greatest need will still be for Metal since upgrading most colony structures to Level 2 
requires a lot of Metal. 


Besides building a lot of Metal Mines, you should build a Dock with ocean-access at 
this point (if you are a European player) so you can trade for Gold and Goods with your 
Mother Country. It is also time to build a Fort, if you haven’t built one yet, to defend 
your colony and to start building up an army. Be sure to upgrade it to Level 2 as soon 
as you can, since Level 2 units are much better than Level 1 units (both in terms of 
strength and in how much damage they can take and experience they can earn without 
dying). Finally, upgrade all your Wood Mills quickly and decide how much Wood you 
really need. If your Wood production is excessive and you want to make room for Metal 
Mines or other future industries, you may wish to demolish a couple of the Mills. 
Throughout, don’t neglect to build and upgrade Housing and to provide an adequate 
Crop supply to feed everyone! 


Level 3 and 4 Colonies: Several turns before you wish to upgrade your colony to 
Level 3, you must reassess your needs. From now on, you will require a lot of Goods 
and Gold for upgrading buildings and for recruiting units. Build a few Gold Mines (if 
possible) or trade for Gold. Buy Goods from your Mother Country and build some 
Commerce as well. Be sure that you are producing a surplus of Wood, Metal, and Crops 
every turn so that your Commerce can produce Goods. In your Level 3 colony, build 
several Commerce buildings (or at least one, upgraded to Level 3 or 4) to ensure an 
adequate supply of Goods for your colony’s needs. 


By the time you have established an adequate flow of Gold (through persistent trades 
or from several Gold Mines), at the latest when your colony is Level 3, erect a War 
College, and start funneling some money into military research. Not all colonies need 
War Colleges, but the more colonies contributing to military research every turn, the 
more quickly your armies will improve. 


Furthermore, by the time your colony is Level 3, its population is probably substan- 
tial. This means that it is probably time to eliminate the Churches there (unless you’re a 
Missionary and near some hostile natives), and use that valuable land for Commerce, 
Housing, or other structures. (You’d better hope that God isn’t looking.) Finally, be 
sure that you keep up with your Housing and Farm needs and that you have enough 
Forts and military units to defend your colony. 


Note for Native Players: Clearly, since you can’t build up your colonies past Level 2, 
much of the discussion on Level 3 and 4 colonies does not apply to you. However, you 
will still need a lot of Gold (for building units, trade, and investment in a War College), 
so your task will be to establish Gold Mines or trade for the Gold you need. You must 
also be sure that you have adequate Housing and Farms for your people and that your 
colony is well protected by Forts. 


WASTE Not, WANT NoT 

This method of development is not so much an opposite of the previous method as it 
is an approach that all colony developers should bear in mind. It strives for balance from 
beginning to end. One of its aims is to prevent the time and effort required to rebuild 
the colony to meet immediate needs. With proper planning, all needs can be met with- 
out such drastic measures. Speaking of rebuilding, when you demolish a building, you 


get back 2/3 of a building’s construction cost, or most recent upgrade cost, of each 
commodity that went into building or upgrading the structure. 


Because of its cautious and balanced approach, the Waste-Not-Want-Not plan does 
not really have “stages” as the Supply-and-Demand plan does. Nevertheless, we'll take a 
look at equivalent stages in such a colony’s development for comparison. 


New Colony: A new colony (especially with a Level 2 Settler or better) can quickly 
produce most of the necessary types of commodities needed. Since the goal is balance, 
when you start a new colony you should try to build several of the following: 1) 
Housing, 2) Farms, 3) and Mills, for the Wood that is so necessary for building up a 
new colony. Furthermore, you should try to build, as soon as possible, at least one of 
each of the following: 1) an ocean-access Dock (for trade with the Mother Country, if 
you are European), 2) a Gold Mine, if possible, 3) a Metal Mine, 4) a Church, and 5) a 
Tavern. By the time you have built the structures indicated here, you will be able to pro- 
duce everything except for Goods and military units. 


Continue to fill out your colony, placing industries in the best possible locations. 
Leave room for future structures (such as Farms, Forts, etc.) in places that look most 
suitable. That is, don’t necessarily fill out every available piece of property; plan ahead. 
Obtain Goods through trade as fast as you can and erect a Commerce structure if possi- 
ble. Through this type of approach, valuable stockpiles of Gold, Goods, and other com- 
modities can be built up or used in trade to obtain the necessary commodities for the 
colony to thrive and to enable it to build necessary military units and Settlers. This pro- 
vides a slow, but balanced start to any colony. 


Note: If you cannot build a Gold Mine in your colony (and you’re not sure you will be 
able to by the time your colony becomes Level 2), set up some persistent trades with 
your Mother Country or other colonies to obtain a slow but steady influx of Gold. 


Level 2 Colonies: When you upgrade to a Level 2 colony, continue with your mea- 
sured and careful development. Focus heavily on upgrading your Metal Mines and build 
new ones in prime locations. Of course, also build Gold Mines, Commerce, Mills, and 
Farms in good locations. Place a Fort in a predetermined site, preferably on land that is 
of little value for production of commodities. Finally, towards the end of your Level 2 
colony or soon after it hits Level 3, build a War College, and start investing your Gold 
in military research. 


Level 3 and 4 Colonies: These levels are merely continuations of your plans for Level 
2 colonies. Continue building up your industries, Housing, and other structures accord- 
ing to their most auspicious placement on available land. If you do things correctly, you 
will never need to demolish a single building (except perhaps a superfluous Church or 
two that is no longer required unless you are a Missionary and near hostile tribes). 
Eventually, as your production needs diminish, after you have sufficient colonies, you 
may start replacing extra industries with Forts to provide the extra troops for fighting 
your opponents. 


Note for Native Players: This approach to colony development lends itself, in general 
terms, very well to your game since you can only develop colonies through Level 2. This 


means that you have a better idea of the available land early on and can best erect the 
structures you need without later having to demolish them. Also, since you never have 
to worry about Commerce, that is one fewer building type that you need concern your- 
self with when you build up your colony. And, since you don’t need Goods, you don’t 
need Docks either, as long as you can build a Gold Mine in your colony. Since you have 
less to worry about and more to work with early on, organized development is much 
easier for you than for other players. 


THE GREAT BUILDING DEBATE 

Besides the two basic plans for building up a colony, a big question remains whether 
or not to finish “building out” before “building up.” :” Building out” means using all 
the available space before upgrading everything. Once you’re on a higher level, it means 
upgrading everything to the Colony Center’s current level before upgrading the Colony 
Center. Building up first means that you build up your Colony Center as fast as possible. 
Then, with the option to upgrade all the buildings in your colony to any level you wish, 
you can slowly fill in your colony and upgrade buildings as needed or desired. 


The building out approach works best for people who like a sense of control and the 
safety of measured development; it is also the most efficient way to develop a colony 
quickly (especially if implemented after a quick build-up of your colony to Level 2). 
“Building up” is harder to control properly and works best for people who like to “live 
on the edge,” while leaving all their options open at every stage of the game. Both 
approaches are perfectly valid; depending on the particular game or situation, either may 
be the best approach under prevailing circumstances. For example, someone may prefer 
the orderly building-out approach to colony development, but may suddenly discover a 
pressing need for an advanced Fort or other structure. In such a case, an all-out build- 
ing-up approach is necessary until the pressing need is met. The upshot of this, then, is 
to use what works best for you, but keep the other approach in mind in the event that 
you need it; that is, stay flexible. 


Insiders’ Approaches: Lots of the members of the Conquest Of The New World 
team have their own special approaches to colony development: 


e Opting for a flexible approach, game producer and lead designer Vince 
DeNardo likes to start his colonies off with a couple Farms, a couple Mills, a 
Mine or two, a Church, some Housing, and a Dock. Later, as room and 
resources allow or as circumstances dictate, he will build Forts and 
Commerce. 


e Quick upgrades are playtester Amy Mitchell’s main concern. If near friendly 
natives, she generally only builds a Farm and a Housing and trades for the 
Metal she needs to upgrade. Otherwise she also builds one or two Metal 
Mines and a Mill. After upgrading to Level 2, she again only builds precisely 
what she needs to upgrade. It’s only when her colonies reach Level 3 or 4 
that she starts building military units (unless there’s a strong probability that 
her colony will be attacked, in which case troop building starts when her 


colony hits Level 2). She places her priority on upgrades so she can take 
advantage of land with the best productivity modifiers for her industries. Such 
land is often at the outskirts of a colony. Because of how long she likes to 
wait to build troops, she always places her first Leaders and military units in 
the first colony to protect it from attacks. 


Playtester Matthew Golembiewski also believes in a quick upgrade. His 
approach is to build three Mills, two Metal Mines, one Farm, one Housing, 
and one Church. On the following turn he builds another Metal Mine; and if 
he’s building on good land, he’ll be able to upgrade his colony to Level 2 in 
a couple turns. 


A big believer in Churches, programmer /additional designer Mike Gerard 
suggests building a lot of them whenever possible. He tries to maximize the 
production of all industries so they don’t suffer from the computer’s alloca- 
tion of labor when there aren’t enough workers about. He builds five or six 
Churches (sometimes more), depending on how much surplus Wood he has 
on hand. As a rule of thumb, he suggests building a Church whenever your 
current industries are short of labor and you have 5 Wood or more lying 
around, rather than using that Wood to expand the number of industries in 
your colony. 


Looking ahead is also very important to programmer/additional designer 
Mike Gerard. He makes the following suggestions: Make the decision of 
when to upgrade your colony based on what you will get if you do so. So, if 
you will get a lot of productive land squares upon upgrading you should do 
this rather than wasting your resources on building industries on marginally 
productive land. You should also keep an eye on 2x2 squares (where you can 
build Farms, Forts, and War Colleges). Build your permanent structures 
(Housing and Gold Mines) in spaces that don’t conflict with the building of 
Farms or Forts. Instead, build Churches on such land since you can demolish 
them when your colony increases in size. Then use the land to build a Fort 
instead. Finally, don’t be afraid to demolish four Mills or other industries to 
replace them with a Fort at later stages in the game. At that point, your pro- 
duction should be geared towards military efforts. 


Tom E. Hughes, additional designer, likes to start his new colonies off with 
five Mills, two Housing, two Churches, and one Farm. As soon as he can, 
thereafter, he adds one more Mill and one more Housing. On later turns he 
adds Churches, Housing and Farms as needed, a Metal Mine or two, and 
some more Mills, while trying to upgrade his colony to Level 2 as quickly as 
possible. His favorite colony sites tend to be near forests and mountains. 
Since flat grassy areas are often far from such locations, getting highly pro- 
ductive Farms can be difficult (at least until the city size grows enough to 
incorporate any outlying plains). Tom, however, feels that the production 
bonuses to his Mills and Mines make this trade-off worthwhile. 


e Greg Marsters, designer and “feature boy,” and Mike Gerard, 
programmer/additional designer, have the following optimal start for every 
new colony: Build seven Mills, two Churches, and three Housing. Place your 
military in the colony immediately. Don’t build any Farms since you have 
enough Crops to last several turns. (Don’t, however, forget to build a Farm 
by the third turn after establishing the new colony; you don’t want to forget 
to feed your people.) Wait one turn after founding the colony and then build 
a Farm and another Church. If you build your Mills on optimal land (forests 
near rivers), by the fourth turn after founding the colony you should be 
pulling in 20 Wood per turn. Even if you’re not, on the fourth turn and 
beyond, build Mills, one or two Metal Mines, up to two more Churches, and 
Housing and Farms as needed. Upgrade to Colony Center Level 2 as fast as 
you can. Note, the above scheme assumes you don’t have immediate enemies 
and does not give you much surplus for trade. 


Finally, here are some other interesting tidbits of information that may help you build 
up your colony in the best way. 


Forts and Raids: When your colony is raided by native tribes or other players, the 
position and direction of the incoming raiding party determine which buildings take 
“hits,” losing levels or being destroyed if the raid drags on over many combat turns. 
Forts can take more hits than any other building and still stay standing. That means that 
you should always build Forts as close to the edge of your colony as you can. You 
should also build them, as much as possible, in the direction from which you expect 
attacks. So, build Forts in the direction of hostile tribes or enemy cities. 


Valuable Buildings and Raids: By the same token, you should place your most valu- 
able structures (War Colleges, Commerce, and Gold Mines) as close to the center of 
your colony as is feasible. These are the most expensive buildings to erect and upgrade 
and serve such vital functions that they should not be “flappin’ in the breeze” any more 
than absolutely necessary. 


Terrain Synopsis: As a reminder, place your land-based industries (Farms, Mills, and 
Mines) as close to rivers as possible to maximize their productivity. Place Housing, 
Taverns, Churches, Commerce, Forts, and War Colleges on your least productive land. 
These buildings have no terrain bonuses to worry about and, since they can be placed 
anywhere, should not occupy your most valuable land. 


Gold Mines: Don’t put Gold Mines any old place just because you can. Bear in mind 
how much you could earn for placing a Metal Mine in the same location and selling the 
extra Metal. Metal Mines always produce at least one Metal per turn, which if sold can 
yield between 5 and 10 Gold per turn. Gold Mines (at Level 1) on 0% productive land 
yield 20 Gold per turn. Assuming you have the trading capacity to sell your Metal, a 
Gold Mine must have a productivity better than -50% to -75% (depending on what your 
exchange rate is) to make it a better deal than a Metal Mine at the same location. 


Labor: Also a reminder, Try to balance your labor needs with enough people, and, 
conversely, try to provide work for all your people. However, bear in mind that there is 


no penalty for having unemployed people in your colony. There is also no penalty for 
having industries that are short of employees, other than that they will be less than opti- 
mally productive until their labor demand is met. 


Defense: No self-respecting colony should be without an adequate defensive force, 
provided by at least one Fort and two to three Cavalry units. These Cavalry will be 
assisted by the colony’s militia, including Artillery from the Fort(s) if you are a 
European player. 


THE GREAT BALANCING Act: BUILDING ARMIES AND FOUNDING NEW 


COLONIES 

The early part of a game of Conquest Of The New World is not just a race to discover 
landmarks you can name- it’s also a race to build new colonies. Staking your claim to 
various pieces of prime real estate, including new lands outside the land mass you start 
on, is the means to creating a strong economic base and is the real key to victory over 
the long haul. 


Before building new Settlers and founding other colonies, however, you had better be 
sure that your first colony is secure. To do that and, in particular, to keep damage from 
raids against your colony to a minimum, make sure that your colony is fortified with 
Cavalry and Artillery (if you're European). For European players this means building a 
Fort or two (with upgrades to Level 2) and a couple Cavalry units fairly quickly. For 
Native players, build at least three Cavalry units and leave them in your first colony before 
founding new ones. The military units you build to defend your colony and to send out 
with your Settlers should be Level 2 or higher, if possible. At Level 1, military units are 
too likely to die when hit, instead of simply being damaged and gaining experience. 


It may make sense, before sending any Settlers out, to establish a level of resource 
production in your first community that can support the frequent recruitment of 
Settlers, Leaders, and military units. This will allow you to go into an aggressive expan- 
sion mode for a while, spinning off Settlers and armies to found new, protected colonies. 
The best time to do this is late in a Level 2 colony or early in a Level 3 colony. Such 
colonies (with all buildings at Level 2 or higher) will provide the resource production 
level needed for this approach. 


To be totally safe, recruit a few Cavalry and Infantry units (three of each if Native, 
otherwise two of each and add two Artillery) and commission a new Leader before 
recruiting a new Settler. Send your Settler off with this mini-army for protection both 
during its travels and for defending the new colony it founds. Your Settler will also be 
able to “travel” more quickly over land if it is attached to a Leader. (Leaders can travel 
significantly faster over land than Settlers can.) 


Note: You can spin Settlers (and undefended Settlers) off even faster than recommended 
above if you are not near any hostile tribes, your future colony sites are not near any 
hostile tribes, you are not at war with anyone, and especially if you are the only player 
on the current land mass. 


Trying to balance building armies and founding new colonies can be tough. In gener- 


al, unless you are playing an extremely aggressive game, you may be best off focusing 
your early efforts on colony building, leaving army building to essentials (i.e., defense). 
Later in the game, you can stop building up colonies (or set them on Auto and let the 
computer worry about them) and concentrate your efforts on recruiting military units 
and building armies. 


THE AGGRESSIVE GAME 

If, however, you are playing a very aggressive game (for example, a short game with 
your victory point bonuses allocated to Combat and Conqueror), you really must find a 
way to balance both expansion and conquest. To do this, build lots of Housing in your 
colonies and a few extra Churches, as well. Try to have a surplus of free labor, since you 
need lots of people to build Settlers and military units. 


Build several Forts in each of your colonies so that you can support both wandering 
armies and defending armies. Commission special Leaders that can command a lot of 
units and launch lots of attacks for defensive purposes plus additional special Leaders for 
offensive purposes. Good offensive Leaders will have some points allocated to several 
abilities, including their Move Bonus (so that they don’t take too long to get from place 
to place) and Charisma (to maintain army morale). Build up your offensive Leaders’ 
abilities by attacking native tribes as much as possible. 


Focus on the Supply-and-Demand style of colony development with the building-up 
approach (see the preceding section of this book). You want to streamline things as 
much as possible if you’re playing this type of game, and you want the best units you 
can get for military purposes. Basically, you don’t want to take the time to slowly and 
methodically build up everything. You want what you need, when you need it; not a 
moment too soon, and not a moment too late. 


With an aggressive game it behooves you to quickly attack local tribes and eliminate 
them for the experience it gives your wandering armies. It also makes sense to raid 
enemy colonies repeatedly, but if you are having trouble balancing expansion with 
aggression, consider a few colony-capturing attempts instead. 


Keep an extra Leader in your colonies so that you can take troops out to attack armies 
that are coming your way without leaving your colonies undefended. Also, try to keep 
two to three wandering armies and use them in tandem to attack enemy colonies. Often, 
a one-punch is not enough to capture an enemy colony— sometimes even a one-two 
punch won’t do the job. 


DEVELOPMENT AND SETTLERS 

Recruiting Settlers, especially high-level ones from high-level Housing, can have a 
temporarily devastating effect on a colony’s economy, stripping it of large numbers of 
people and supplies. Basically, the best time to start recruiting Settlers is when you can 
afford to build some troops to accompany them, along with a Ship to carry them—and 
when you have sufficient supplies to recruit them. This will generally start becoming a 
reasonable possibility when your colony is nearing an upgrade to Level 3 or higher in its 
development. Wait several turns between such recruitment efforts to give your colony 
time to recover from the economic blow. 


Generally, a Level 2 Settler is the ideal Settler. Level 1 Settlers don’t have enough 
resources to really get a new colony going with any speed at all (at least not without sig- 
nificant support from other colonies). Level 3 and 4 Settlers are enormously expensive, 
and if you wait until you can recruit them on a regular basis, you will lose out on the 
gains of early expansion. 


If you seem to be the only “country” occupying a particular land mass, you have more 
latitude in Settler recruitment. In such a case, as long as you send a Leader (to defend 
against hostile Indian raids after the new colony is founded) with your Settler, you’re all 
set. Spin off low-level Settlers early on, and have them found nearby colonies quickly. 
The faster they get going, the more quickly you can build a superior empire in the New 
World. Again, don’t let Settler-recruitment become such a preoccupation that you fall 
behind in developing your initial colonies, but don’t neglect this important component 
of the game either. 


ENTROPY: WHAT To Do WITH AN “END-STAGE” COLONY 
There are three basic fates for a fully-developed— end-stage colony. These are 
described below: 


Milk Cow: A fully developed colony can spin off Settlers and supply younger colonies 
with the additional resources they need to grow quickly. This is a great, early use for an 
end-stage colony if you still have time in the game to profitably spread out and develop 
your empire. 


War Machine: Fully-developed colonies are ideal soldier factories and can trade off 
their surplus commodities for Gold to invest hugely in War Colleges, guaranteeing that 
the newly recruited, high-level military units and Leaders are as elite as possible. 


Victory Point Generator: Finally, a fully-developed colony can divert all its efforts to 
generating surplus commodities and converting this surplus to victory points. Or, if you 
are a Miser or Colonist, such a colony can concentrate its efforts into Gold or colonist 
acquisition. The following chart shows how converting surplus commodities nets you 
victory points. 


Commodity Amount That Must Be Converted For 1 Victory Point 
Crops 50 
Gold 500 
Goods 33 
Metal 50 
Wood 50 


COMPUTER COLUMBUS: How THE AI FOUNDS COLONIES AND BUILDS THEM UP 
The AI considers several things when it looks for a place to found a colony. It basically 
has a checklist of terrain features that it is looking for. This list includes rivers, grass- 


lands, forests, mountains, and oceans (or ocean access) if it is a European player. Native 
players put extra weight on mountains (because of their productive Gold Mines) and less 
on oceans. The computer player’s aim is to build every colony to be balanced and self- 
sufficient. When the computer has searched a reasonable distance away (in the interests 
of game time), it decides on the best site using this checklist and founds a colony there. 
Note, for new colonies after the first, priorities are still placed on colonies nearby. 
However, players with the Admiral skill are likely, upon finding a new land mass, to try 
and settle there rather than just opting for a new colony nearby. 


Note: The computer gets to sneak a peak at nearby darkened squares when it is looking 
at future colony sites. This is just to verify that there are water, mountains, and other 
important terrain types nearby, something the human player has little difficulty doing on 
his own. 


Computer players’ colonies consider what resources are in shortest supply within the 
colony and try to construct buildings to address this shortage. The AI places the highest 
priority on Housing and Farms. It builds Churches when the immigration rate is low 
and tears them down when there are a lot of people in the colony or when it needs the 
space. It will also build a Dock when the Colony Center hits Level 2 or higher, if it is 
within range of water. Finally, the AI considers its return on investment when deciding 
what to upgrade or build. This generally means that new buildings will be placed before 
old ones are upgraded since new buildings are cheaper to build. 


Computer players all focus on pretty much the same things when they build up 
colonies. However, those with the Colonist skill tend to build more colonies and 
Housing, where other players try to use excess population in productive ways. 


The Auto Colony feature acts just like a computer player would in colony develop- 
ment except that under Auto Colony, your colonies will not recruit units or trade. If you 
wish to do either of these, you must do so manually. Furthermore, under Auto Colony, 
the computer will try to make use of all your Gold (while the AI tries to put some 
money aside). If you wish to build something specific or make a trade, you should do so 
before clicking on the Auto Colony button to allocate those resources before the AI 
starts spending what is left. 


Note: If Auto Colony does something you don’t approve of, you can always Undo it 
(particularly if you catch it on the same turn). 


Because of the complexity involved in developing a colony that best meets your needs, 
you should develop your early colonies and any specialized colonies on your own. Later 
in the game, after you have established your core economic colonies, you can spin off 
Settlers, found colonies, and let Auto Colony do your work for you. 


apter 


TRADE 

A colony rarely has everything it needs. When it doesn’t, the colony has two choices: 
either wait until it produces enough of whatever commodity it is currently short of, or 
trade for it. Naturally, the expedience of the latter method is of great interest to a win- 
ning player. There’s no sense in being an economic isolationist in Conquest Of The New 
World. 


The number of trades a colony can make per turn depends on the Colony Center level 
(one per level) and the number of Docks/Trading Posts in the colony. Therefore, a 
Level 2 colony with 1 Level 1 Dock and 1 Level 2 Dock will be able to make 4 trades 
(2 for the Colony Center and 2 for the Docks—per turn. The total number of items you 
can exchange per trade depends on the number of trades a colony can make per turn: 
you can trade 10 items per each such trade. So, the colony that can make 4 trades per 
turn can also exchange 40 Wood, Metals, Crops, or Goods per trade. The formulas for 
number of trades and the maximum number of items per trade are given below. 


Number of Trades* = Colony Center Level 
+ the number of all Docks 


Number of Items per Trade = 10 x Number of Trades 


*This formula applies to Conquest of the New World Deluxe only. 


This cap on your trading capacity applies to trades with the Mother Country, trade 
between your colonies, and limits the amount of tribute you can spontaneously offer to 
other players. It does not apply to other trades between players, to trades with natives, 
nor does it limit how much you can demand from another player in tribute. 


Remember, if you are a European player, your Dock must be on the ocean (or have 
access to it) in order to trade with your Mother Country! You will want a few Docks on 
the ocean in any case because these are necessary to build Ships. 


Strategy Note: In general, one Dock per city is sufficient to take care of all 
trading needs. More Docks are only required if you wish to support an enor- 
mous fleet or want to make a particular colony the central hub of many trades 
each turn. 


Trading rates depend on whether you are trading with your Mother Country, 
other players, or native tribes, whether or not you are independent or a com- 
monwealth, and whether or not you have the Craftsman ability. 


Trade with native tribes always gives you the best value for your dollar. 
Trades are completely fair with items exchanged on a 1-for-1 basis. Items can 
be bought or sold for their full value of 10 Gold apiece. 


Trade with other players depends, of course, on what they’re willing to agree 
to. Details on what determines whether computer players will agree to a trade 
offer or not are given later in this chapter. 


Finally, trade with the Mother Country (for European players) is what can 
fluctuate depending on your diplomatic status and skills. Everything you can 
buy from your Mother Country always costs 10 Gold (Goods cost 30 Gold). 
Sales prices vary, however: 


e Under normal circumstances all commodities can be sold for half their value: 
5 Gold for most items; 15 Gold for Goods. 


e If you are independent, you can sell commodities for approximately 80% of 
their value: 8 Gold for most items; 25 Gold for Goods. You also get this sales 
price if you are a Craftsman and a commonwealth. 


e If you are a Craftsman (before achieving independence) or if you have 
achieved commonwealth status, you get a nearly 20% increase in your sales 
prices: 6 Gold for most items; 18 Gold for Goods. 


e If you are a Craftsman and have achieved independence, you get full value for 
sales to the Mother Country: 10 Gold for most items; 30 Gold for Goods. 


Note: Since Craftsman only affects sales to the Mother Country, it makes no sense to 
choose this skill when playing as Natives. 


The time it takes to make all trades except for those with natives depends on how far 
away the commodities must be sent. For trades with the Mother Country the distance 
depends on how far your colony is from where your Ships landed at the beginning of 
the game. Docks double the speed of trades because they allow for commodities to be 
shipped over the ocean or along other water routes. 


Swap UNTIL You Drop 

Your trading options include trade with nearby natives, trade with other players, trade 
with your Mother Country (if you are a European player), and trade between your own 
colonies. Getting what you need where (and when) you need it is half the economic 
battle you face in Conquest Of The New World. 


TRADE WITH NATIVES: “CHECK OuT THESE BEADS, CHIEF” 

Early in the game, both European and Native players will get the best deals from trad- 
ing with nearby friendly native tribes. Nearby tribes are defined as being within a 
colony’s trading radius (three times its zoning radius, except for federated tribes—they 
can be anywhere in the New World and still able to trade with the Native player). Each 
such tribe is good for trading “three” of any commodity (30 for Gold), except for 
Goods. Each trade is one for one, with 10 Gold being equivalent to one of any other 
commodity. So, for example, you can trade three Wood for three Metal. Note: You can 
trade Goods to natives, although you cannot trade for them. Goods are worth three of 
any other commodity. 


Note: You cannot trade with each native tribe individually. All friendly tribes near 
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enough to trade with your colony will “pool” their resources. So two nearby friendly 
tribes will allow you to trade for six of any one commodity per turn, not for three of 
each of two different commodities. Three such tribes will allow you to trade for nine of 
any one commodity per turn. And so on. 


Besides the outstanding exchange rate, trading with native Indians is wonderful in that 
such trades occur instantaneously, so the commodities you receive can be used immedi- 
ately, if you wish, towards building something or recruiting someone. This instantaneous 
trade can play a crucial role during a colony’s early development. 


For Native players who federate, trade with natives becomes even more attractive. 
Each federated tribe doubles its trading capacity, allowing it to trade up to six of any 
commodity per turn. Also, any federated tribe, regardless of its distance from a Native 
player’s colonies, can trade with those colonies. 


Strategy Tip: Trades are extremely beneficial for building up a new colony 
quickly! Most useful for this purpose are the instantaneous trades (for Wood, or 
other needed raw materials) you may be able to make with nearby native tribes. 
Make a point of trading every turn with natives if you have that option and can 
use the resources they offer. 


TRADE WITH OTHER PLAYERS: “LET'S HAGGLE” 

The next best deal that you’re likely to receive for your trades is from other players, 
particularly human players. While there is no guarantee, you should be able to get about 
the same deal you would from native tribes from another human player. The down side 
is the time delay in sending stuff back and forth, which will depend on the distance of 
the trading colonies from one another. 


In the current versions of the game, computer players will not give tribute (although 
they will accept it, sans gratitude). Sending or demanding tribute has no effect whatso- 
ever on your relations with a computer opponent. While version 1.0 of Conquest of the 
New World does not allow for successfully trading with other computer players, in later 
versions, you should be able to make trade offers to and get them from computer play- 
ers. Computer players will make completely fair (based on native exchange rates) offers. 
The chance that they accept an offer or make an offer is largely random and based on 
their current needs. 


Trade with other human players is also a way to solidify your alliances with them 
(especially if you’re both independent). Trade and sending or demanding tribute are 
good ways to manipulate your relations with independent human players. Think of the 
possibilities... You can demand tribute or send insulting trade offers to players against 
whom you are thinking of going to war or with whom you are already at war. You can 
make beneficial trades and send tribute to players with whom you wish to get on or 
remain on good terms. You can even make trades and tribute part of your own “peace 
treaties.” 


Note: Since computer players do not demand tribute and do not care if you send them 
tribute (i.e., it won't improve your relations with them), you should not waste your 
hard-earned resources on them. 


TRADE WITH THE MOTHER Country: THE ART or PRICE-GOUGING 

For European players, the worst trading deals you can make are those with your 
Mother Country (from whom you generally must buy your first Goods). You will pay 
full price for everything (which is fair), but they’ll only pay you half price for anything 
you sell them. 


After you become a commonwealth or attain 
Insider's Tip: Bill Field, independence, the trading situation improves 
playtester, suggests using the considerably. You will then get a much better 
sales price: 8 Gold for most commodities and 25 
Gold for Goods if you are independent; 6 and 
Gold after you become indepen- 18, respectively, for commonwealths. 


Mother Country as a source of 


dent. By selling Goods (produced Because of the change in exchange rate, after 
you attain some measure of freedom from your 
Mother Country, it may become worthwhile to 
set up persistent trades with her. 


at high-level Commerce build- 
ings for maximum efficiency) to 


her on a persistent basis, you can 
TRADE BETWEEN YOUR COLONIES: 
BUILDING BETTER ECONOMIES 

Of course, you can always trade within your 
own colonial empire. This allows you to fine 
tune your economy as much as possible. The biggest drawback to internal trading is that 
the time spent to cover distances can be quite long. Consequently, it can take many 
turns for commodities to travel across the map. However, for persistent trades (rather 
than one-time deals), once the trade route is established, the delay becomes unimpor- 
tant because your colonies get their commodities every turn once the pipeline opens. 


bring in a tidy amount of Gold 


over time. 


Remember, it makes no sense to wait and produce what you need when you can 
quickly and easily get it through reasonable trades. 


CoMPUTER OPPONENTS AS MERCANTILISTS 

As mentioned previously, computer players do not demand tribute, will accept tribute, 
and are completely blind diplomatically to such demands or offers. In version 1.0, com- 
puter players also do not make or accept trading offers with other players. 


Computer players conduct trades with their Mother Country and native tribes as 
needed to obtain the commodities they need for their immediate building or recruit- 
ment agendas. 


In versions later than 1.0, computer players will offer trades to each other and to 
human players. They decide when to offer trades on a purely random basis. They base 
their offer on what they need and ask a fair price for their commodities. Accepting or 
making trade offers has no diplomatic consequences. 


If the computer player receives a trade offer from human players for something it 
thinks it needs, it will randomly give priority to such trades over trades with its Mother 
Country. 


apter 6 


DIPLOMATIC OPTIONS 

Your relations with your Mother Country (for European players), with other players, 
and with native tribes are extremely important, particularly when you are playing a mul- 
tiplayer game at higher difficulty levels against other human players. 


The following sections describe how your diplomatic status with countries and natives 
is determined and the actions that affect it. They also offer hints for making the most of 
your diplomatic options in Conquest Of The New World. 


RELATIONS WITH YOUR MOTHER COUNTRY 

For European players maintaining positive relations with their Mother Country early 
in the game is critical for establishing a solid colonial base. Your Mother Country is your 
most reliable source of Goods and other commodities, although she will tax you increas- 
ingly as time goes by. She will dictate what your relations with other countries should 
be; early in the game, you should do everything you can to abide by her wishes. 


Your Mother Country?s relations with other countries rise and fall independently of other 
events in the game, so don’t try to figure it out. Your job, until you decide to become 
independent, is to keep track of her changing moods and tailor your actions accordingly. 


TAXATION (WITHOUT REPRESENTATION!) 
How much the Mother Country demands in taxes is determined as follows: 


Taxes* = (Total Population/400) x [1 + ((game level** x 20)/100)] 
Total Population is the population in all your colonies. 
* This number is always at least 5. 


**The game level in this formula is O for normal, 1 for difficult, 2 for very difficult, -1 for 
easy, and -2 for very easy. The actual increase or decrease in taxes due to the difficulty 
level is actually random and falls between the normal value (for the normal difficulty 
setting) and the value you get from the equation. 


The chance that your Mother Country will tax you on a particular turn is given by the 
following: 


e Before turn 50, she will tax you every three turns. 
e Between turn 50 and 100, she will tax you every two turns. 
e After turn 100, she will tax you every turn. 


Note: If you achieve commonwealth status your tax frequency will be the same, but the 
amount asked of you in taxes will be only 20% of what it would be for a still-dependent 
European player. 


SINGING THE DIPLOMACY SCALES 

Your relations with your Mother Country are described by two scales: the opinion 
scale and the diplomacy scale. The opinion scale goes from 1 to 90 points and is your 
Mother Country’s current feeling towards your colonies. Her official position towards 
you, however, is her diplomatic status which is on a scale from 1 to 9. 


The following table lists the different diplomatic statuses you can have with your 
Mother Country. 


Diplomatic Status 


with Mother Country Numerical Scale* Comments 
Independence 2 War for Independence 
Rebellious 3 War for Independence 


Mother Country starts 
sending troops 


Unhappy 4 
Neutral 5 
Satisfied 6 
Happy 7 
Loyal 8 
Totally Loyal 9 


* In Version 1.0 this scale is given as ranging from 0-8. 


Basically, on every game turn, your Mother Country reacts emotionally to what you’re 
doing. Her emotional responses appear on her Opinion of you. Then, at the end of 
every game turn, her Opinion of you is compared to her official diplomatic status with 
you (multiply the diplomatic status by 10 on the numerical scale to make the compari- 
son). The computer takes the difference between these two numbers and divides by two 
and adjusts your Mother Country’s diplomatic status with you accordingly. 


For example: Let’s say your Mother Country’s current Opinion of you is 50, because 
of some recent aggressive actions you’ve taken against her allies and for failure to pay 
taxes. Let’s also say that (unrealistically) her current diplomatic status with you is Totally 
Loyal (a 9 on the diplomacy scale). To determine how the diplomacy status will change: 


Change in diplomatic status = 
(Current Opinion - Current Diplomatic Status x 10) / 20 


Or, for this example, the change in diplomatic status = (50 - 9 x 10)/20 or (50- 
90)/20 or -2. That means that your diplomatic status with your Mother Country will 
fall 2 points, from 9 to 7, leaving you at a status of Happy with her. 


This comparison is made every turn with the result that your diplomatic status with 
your Mother Country quickly converges with her feelings towards you. 


Of course, you can influence your status with your Mother Country through your 
actions (and their effects on her Opinion of you). The table below lists the actions that 
affect (and don’t affect where you may have thought they might) your relations with 
your Mother Country and their numerical effect on her Opinion of you. Again, the 
Opinion scale runs from 1 to 90 (with 90 being the best and 1 being the worst). 


Action Effect on Opinion Comments 
Not paying taxes - 4 points per turn 
Having all taxes + 10 points per turn 


(including owed taxes) paid up 


Trading with anyone no effect 


Demanding Tribute from no effect 
other players 


Attacking other players indirect effect on relations Target does 
with Mother Country not matter; 
all attacks 
count 
Relations with others - 5 points per turn per 


difference between Mother 
Country’s relation with country 
and your relation with them* 


Declaring Independence Sets status to Rebellious 
Declare Commonwealth Sets status to Happy 
Sue for Peace Sets status to Neutral 
Espionage and Sabotage no effect in version 1.0; 


possible consequences in later 
versions—indirect effects 
similar to those resulting 
from attacks 


Proposal to other player no effect can’t make 
proposals 
unless both 
players are 
independent 


* If your status with a player is 6 and her status with that player’s country is 8, you will lose 
points per turn based on the following formula: 


Point Loss Per Turn on Opinion Scale for Different Status = 
5 x (Diplomatic Status of Mother Country with That Player 
- Diplomatic Status of You with That Player) 


So for our example, you would lose 5 x (8-6) or 10 points per turn in your Mother 
Country’s Opinion of you. 


Note: While being in a commonwealth is in some measures an improvement over com- 
plete dependence on your Mother Country, it does not affect the extent to which she 
responds to your actions. For example, while you have fewer taxes to pay, if you don’t 
pay them, she will still get mad by the amount indicated in the table above. 


While the above tables can give you some idea how to avoid crossing your Mother 
Country, at some point you will want to become independent, either to avoid paying 
the increasingly huge taxes she requests or to go stomping on other players free of ham- 
strings. There are two ways to make a bid for independence: you can either Declare 
Independence or make your Mother Country so angry that she declares you in rebel- 
lion. Either approach will have the same effect. 


When you do make a bid for independence, first be sure to turn off your automated 
tax payments (if you’re still making those). Second, if you can at all avoid it, don’t try 
for independence until you have several colonies with huge armies and solid, defensive 
Leaders. The reason for this will become clear as the War for Independence is described. 


START THE REVOLUTION: THE WAR FOR INDEPENDENCE 

When you declare independence, or when the Mother Country deems you in rebel- 
lion, she will blockade your Docks and send huge armies against your colonies. You 
must damage her troops by 100 to 140 points depending on the difficulty setting cho- 
sen during Game Setup, according to the chart on the next page. 


Game Difficulty Damage to Mother Country’s Troops* 
Very Easy 100 points 
Easy 110 points 
Normal 120 points 
Difficult 130 points 
Very Difficult 140 points 


* In Version 1.0 you need only do half the damage indicated above to achieve independence. 


Each time you damage an attacking unit from the Mother Country by one point (on 
the battlefield), you will accrue one point of damage to the total damage you have done 
to the Mother Country’s troops. When you reach the correct total number of points, 
you will win independence. 


Each turn, the probability of one of your colonies being attacked by the Mother 
Country is equal to the total number of Colony Center levels currently in your colonial 


empire divided by 30. So, if you have two Level 3 colonies, the odds of her attacking on 
a given turn are 2 x 3 (or 6) divided by 30, or 20%. 


If the Mother Country decides to attack you on a turn, the target colony is chosen 
randomly (with greater weight attached to colonies with higher levels). 


The number of troops that the Mother Country sends to attack a colony depends on 
the following: 


e How many wars your Mother Country is waging against other countries. The more 
wars she is involved in, the fewer troops she can send to fight you. The levels of the 
wars (if they’re All-Out Wars, Wars, or Belligerence) also affect the number of troops 
she can send to attack you. Note, the only wars considered are the ones your Mother 
Country is waging against the Mother Countries of other non-independent players. 


The size of the target colony compared to all your colonies will affect the number of 
troops she sends you. The bigger the colony, the more troops she sends, but the more 
colonies you have, the fewer troops she will send at any particular colony. 


The higher the level of the Colony Center, the more troops she will send. 


The higher the difficulty level, the more troops your Mother Country will send 
against you. Compared to the Very Easy difficulty setting, she sends 20% more troops 
on Easy, 40% more on Normal, 60% more on Difficult, and 80% more on Very 
Difficult! 


The Mother Country will never send more than 30 troops against any colony (small 
comfort, that). 


Note: In Version 1.0, the Mother Country sends far fewer troops than in later versions. 


The fewer colonies you have, the more units the Mother Country will send after you 
during each attack. Furthermore, all the Mother Country’s troops are Level 3 (i.e., 4 
strength points) and have an equivalent of Level 2 military research in all areas. Also, her 
Leaders can lead an unlimited number of troops in combat, in addition to having 7 
Attacks they can launch per combat turn, a Charisma of 2, and a Reputation of 2. 


Bearing all this in mind, having six to seven colonies of roughly equal size is probably 
the minimum number you should have before declaring independence (to keep the 
attacks manageable in size), although you can certainly give it a try before this point! 
You should also have plenty of defending units and hopefully some investment in mili- 
tary research. Certainly look for times when your Mother Country is on poor terms 
with one or more other countries before declaring independence. 


Finally, be on guard! Your Mother Country will blockade your Docks during a rebel- 
lion. You will be unable to trade with anyone except for native Indians! Be sure you 
have well-established internal trade networks, then, before you declare independence. 


To end a war for independence that you feel is hopeless given your current situation, 
you can do one of three things. You may sue for peace. Suing for peace will get you all 
your colonies back, generally undamaged with no changes in buildings and with the 
population and stockpiles having continued to grow in the meantime. It will place your 


diplomatic status with your Mother Country at Neutral, and you will be able to trade 
with everyone again. You will still owe unpaid taxes, however. If you don’t pay them off, 
your relationship with your Mother Country will slide down again. In versions later than 
1.0, you should only be able to sue for peace once during the game (to prevent players 
from using frequent Sue for Peace options as a way to permanently avoid paying taxes). 


Note: Your colonies can be raided by natives and other players, and captured by other 
players while under your Mother Country’s jurisdiction (i.e., before you win indepen- 
dence or sue for peace)! In this event, your colony may indeed be in a damaged state 
when it is (if it is) returned to you. When your colony is attacked while your Mother 
Country is holding it, she defends it with a force half the size she would have used to 
attack it. The Leader is the same as for her other battles (Infinite Leadership, 7 Attacks, 
2 Reputation, and 2 Charisma). 


You may also, if you have already done more than 60% of the damage required to win 
the war, declare a commonwealth. This will return all your colonies to you in, generally, 
an undamaged state (again, depending on whether or not they have been raided or cap- 
tured), will set your diplomatic status with your Mother Country to Happy, will return 
your ability to trade with everyone, and will alter the characteristics of your relations 
with her as follows: 


e your taxes will be reduced to 1/5 (you will also owe her 1/5 of any back taxes you 
neglected to pay) 


e your attacks on other players will affect your Mother Country’s view of you in the 
same way as it did before 


e your exchange rate for trade with your Mother Country will improve somewhat 


If you are in a commonwealth and you later decide to go for independence you will 
again need to damage the Mother Country’s attacking units by 60% the amount indicat- 
ed in the table above in order to win the war. 


Finally, if you are in trouble and suing for peace or declaring a commonwealth are not 
viable options, you may hope that time will heal all wounds. Start paying your back 
taxes and keep your payments prompt. Don’t do anything else to negatively affect your 
relations with your irate Mother Country. 


If you achieve independence by winning the war, you will no longer have to pay taxes. 
You will earn 1000 victory points (500 if you achieve commonwealth status, and an 
additional 500 if you become independent after reaching commonwealth). You will be 
able to attack anyone with impunity. Finally, you will be able to trade with your ex- 
Mother Country for a much better exchange rate (selling commodities for 8 Gold 
apiece; 25 Gold for Goods) than you could before. 


So, while earning independence is a wonderful thing, make sure that you’re ready for 
the arduous war it requires. It makes little sense to shoot for independence in short 
games because you have so little time in which to amass the colonies and armies you 
need to win. 


Peace Pipe OR WAR PAINT? RELATIONS WITH NATIVE TRIBES 

The person setting up a game gets to decide the game’s difficulty level, and this level 
influences the way that native tribes view all players. The exact disposition of native 
tribes to a player is randomly selected (within the parameters set up by the chosen diffi- 
culty level of the game) using a bell-shaped distribution around a center point deter- 
mined by the difficulty level. 


The following chart shows where friendly, neutral, and hostile tribes sit on a 0-200 
point diplomacy scale. 


Native Relations Point Range 
Neutral 100-119 
Friendly 120-200 


Note: Just because a native tribe is hostile towards you does not mean that it will be 
hostile towards other players. The same holds for any type of native tribe (friendly or 
neutral). Feelings are a personal thing and vary from tribe to tribe and player to player. 


In general, your relations with natives determine the following: 


e Whether or not they will send raiding parties after you: only when less than 140 on 
the above scale. 


e Whether or not you can trade with them: only when friendly 


e Whether or not they will send troops to aid your side in combat (whether you’re 
defending units and colonies or attacking units and colonies): only when neutral or 
friendly 


Whether or not you will get aid from natives during combat depends on how the 


tribes near the current battle feel about you and about your opponent: 


Natives Feelings’ 
About Opponent 


Natives’ Feelings About You 


Friendly Neutral Hostile 


Friendly no aid 


Neutral some aid no aid no aid 


Hostile much aid some aid no aid 


The maximum amount of aid you can get from all available native tribes is 4 militia 
units (Strength 1 or 2 Infantry). You can get more and better aid from federated tribes 
if you are a Native player. 


PHASES OF THE Moon: ALTERING NATIVE RELATIONS 
Each player’s relations with native tribes can be altered by the actions that they take. 
The following table shows how relations can change. 


Change in Relations 


Action 

Each Church in a Colony for tribes within 
30 squares of the Church, for Missionaries 
only 


(in points)* 

from 0 to +2 per level of 
Church per turn; depending 
on distance 


Attacking native tribes of same nation 

(e.g. the Huron or the Cherokee nations) causes 
unhappiness to be spread up to 40 squares 

away from target tribe to other tribes of the 
same nation 


exact value** depends 
on current relations 


Attacking native tribes of different nation 

causes unhappiness to be spread up to 40 squares 
away from target tribe to all tribes of 

different nations 


exact value** depends on 
current relations, but is 1/10 
of effect of attacks 

against same nation 


Attacking a tribe 


-100 points for your relations 
with that tribe 


Trading with native tribes 


no effect 


Not attacking native tribes (being peaceful) 


no effect 


Native player colonies after federation spread 


up to -20 points 


unhappiness up to 40 squares away 


per turn, depending 
on distance 


Federated tribes spread unhappiness up to 40 
squares away 


up to -30 points per turn, 
depending on distance 


* The distance-dependent effects work as follows: 


Each effect has a maximum strength which we'll call Maximum Strength. Each effect 
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has a maximum distance over which it is effective which we'll call Maximum Distance. 
Finally, each tribe has an actual distance from the colony or Church or tribe exerting the 
effect, called Actual Distance. To find the extent to which this tribe is effected by one of 
the distance-dependent actions above you can use the following formula: 


Actual Effect on Tribe = Maximum Strength 
- [Maximum Strength 
x (Actual Distance /Maximum Distance) | 


For example, a Level 2 Church has a maximum effect (strength) of 4 (2 per level). Its 
maximum distance for effect is 30 squares. For a tribe located at 10 squares away from 
this Church, the effect of the Church on this tribe’s feeling for the player will be: 4 - [4 
x (10/30)] or 4 - 4/3 or +2 and 2/3 points per turn (truncated to 2 points per turn). 


** Tf your relations with the tribe you attacked were less than 50 on the Indian relations 
scale, the decline in relations ranges from 0 to 30 depending on distance. If your relations 
were between 50 and 100, the loss ranges from 0 to 50 points; if you were on neutral terms, 
the loss ranges from 0 to 75 points; and if you were on friendly terms the loss ranges from 0 
to 100 points. For tribes not of the nation against which you launched an attack, the loss is 
1/10 that given here. 


Once a tribe is federated, its “feelings” about other players mirror those of the Native 
player in the following way: 


Status with Native Player Relation with Federated Tribe* 
CC AOuMar 30 
War 40 
Belligerence 60 
Hostile 80 
Neutral 100 
Understanding 120 
Non-Aggression Treaty 140 
Defense Treaty 160 
Alliance 180 


* This relationship cannot be modified by Churches if you are a Missionary! Note, in 
Version 1.0, federated tribes don’t dictate their relations according to those of the Native 
player. 


As you can see, relations with native tribes can fluctuate a great deal. Besides the 
changes in relations that can occur as a result of your actions, native tribes change inde- 
pendently in terms of how good their troops are. Natives slowly acquire “research” lev- 
els. In Version 1.0, they acquire 1 level of research (for all unit types, attack, and 
defense) every 20 turns up to a maximum level of 9! In later versions, the following 
relations hold: 


Turn Research Level 


e 


1-20 0 
21-40 1 
41-70 2 

71-100 3 
101-150 4 
151 and up 5 


Native Indian Leaders can always lead as many troops into battle as possible. They get 
4 Attacks per combat round, their Charisma is equal to the tribe’s research level, and 
their Reputation is 1/2 their Charisma. 


How TO FIGHT NATIVES 

Natives tribes occasionally send out raiding parties to harass your colonies. Whether or 
not a particular tribe will raid one of your colonies on a turn depends on the distance of 
the tribe from your colony, the tribe’s strength, and your relations (hostile, neutral, 
friendly) with that tribe. 


Natives near a colony may raid that colony on any given turn. The computer looks at 
each colony and then at each native tribe that is currently at full strength. If the distance 
between a Colony Center and a tribe is less than a randomly determined number 
between 1 and 6 times the tribe’s radius there is a chance that the tribe will raid that 
colony. 


The tribe radius is based on the size or strength of the tribe (see chart below) accord- 
ing to the following formula: 


Tribe Radius = 2 + (tribe strength/3) 


If the tribe has a chance of attacking a colony on this turn, the chance that it will attack 
your colony depends on your current relations with that particular tribe. Basically a random 
number between 1 and 140 is chosen. If your relations (on the Indian relations scale 
given in the preceding section) with that tribe are less than this, the process is repeated. 
If your relations are less than this second random number, then that tribe will attack you! 
Note, this means that even marginally friendly tribes (between 120 and 140 on the rela- 
tions scale) may occasionally attack your colonies. It also means that nearby tribes with 
which you are on bad terms will frequently send out raiding parties against you. 


Note: Federated tribes will not raid Native players. 


The number of units in a tribe is the strength or size of that tribe. The range of possi- 
ble tribe strengths depends on the difficulty level of the game: 


Difficulty Level Tribe Strength/Size Range 


Very Easy 4-14 units 
Easy 4-15 units 
Normal 4-16 units 
Difficult 4-17 units 
Very Difficult 4-18 units 


Tribes double in strength and size when they are militarized or federated. This dou- 
bling in size can only occur once per game. So a militarized tribe will not again double 
in strength upon being federated. 


A tribe militarizes in response to a Native player’s decision to federate. A tribe will 
militarize when a Native player federates and when its relations with that player fall 
below 50 on the Indian relations scale given early in this chapter. Finally, war parties are 
only sent by militarized tribes! 


The number of units sent on a raid is 40% of the strength of the tribe (50% for war 
parties). Therefore, if a tribe has a strength of 10 units, it will send 4 units of randomly 
chosen Strength 1 or 2 Cavalry or Infantry in its raiding party. War parties send 
Strength 2 and 3 units. Note, raiding and war parties are never larger than 5 units when 
sent against Level 1 colonies. 


Tribes only send a portion of their units out on raiding or war parties; they also use 
only 50% of their current strength when attacking trespassers. However, they use their 
full, current strength when defending themselves from attacks. Units used on defense 
are chosen randomly from Strength 1 and 2 Cavalry and Infantry. Federated tribes get 
to defend with Strength 2 and 3 units. Ifa tribe catches a trespasser, the player is viewed 
as the defender in combat; so if the player wins, the tribe is not destroyed. If, however, 
the player deliberately attacks the tribe (by choosing to Attack when given other 
options), he is viewed as the attacker, and if he wins, the tribe is either destroyed or fed- 
erated (depending on the option chosen). 


Tribes that lose units in battle whether through sending raiding parties or upon 
defending their territories are temporarily reduced in strength! They regain one unit per 
game turn (remember that tribe strength is equivalent to the number of units in the 
tribe). This fact should be noted, especially by Native players, since this means that after 
a tribe sends out a war party, it will be severely weakened (if only temporarily), leaving it 
open for a quick and easy federation. This fact also suggests that when you are trying to 
federate huge tribes, it may be worthwhile to send in several armies to attack them— 
either all in one turn or over a few consecutive turns. 


While hostile tribes patrol their territories and threaten any who wander in, neutral 
and friendly tribes are unconcerned about trespassing units. Instead, they may help pro- 
tect colonies, units, or armies nearby. The friendly ones are also available for trade with 
nearby towns. 


Since positive relations with natives can be extremely helpful, it behooves you to do 
what you can to stay on the natives’ good side, at least until you feel you no longer need 
them. At some point, particularly if you are playing an aggressive game, you will want to 
eliminate local tribes (for combat victory points, to gain experience, or even to clear 
them out of a colony’s building radius). Early on, you may also wish to eliminate hostile 
tribes near your colonies to reduce the draining effect from the incessant raids such 
tribes will conduct against your colonies. 


FEDERATION: THE NATIVE’S WAR FOR UNIFICATION 
While the effects of conducting a War for Independence are described earlier in this 
chapter, this section deals with the Native player’s special diplomatic action: federation. 


The considerations that should influence European players before they opt for inde- 
pendence (having lots of well-defended colonies) do not apply to Native players. As long 
as the colonies that you do have are well defended (with defense-oriented Leaders and 
several Cavalry units each) and as long as you possess one strong army that can wander 
around, you can federate at any time. 


The effects of federation are described in the game manual, but some additional 
details and clarifications are listed below: 


e Federation doubles the strength of federated tribes and therefore also increases such 
tribes’ radii based on formulas given in the preceding section. Note: This doubling in 
strength does not occur if the tribe’s strength has already doubled from militarization. 


Tribes that become increasingly hostile (less than 50 on the Indian relations scale) will 
militarize, double in strength, and send war parties out against your colonies. 


Federated tribes get units that are Strength 2 or 3, as opposed to Strength 1 or 2. 
Their units and Leaders benefit from the research advances of the Native player’s War 
Colleges (although they may not “benefit” from it if the Native player’s research levels 
are lower than the natives would have gotten on their own...) 


Federated tribes view other players in the same way that you do (see earlier in this 
chapter). 


Because federated tribes are stronger than normal, they can contribute more militia 
(up to six units as opposed to the usual maximum of four, see Chapter 8) to the aid of 
nearby Native player’s colonies and armies. The militia units they contribute are better 
in quality (Strength 2 or 3 Infantry or Cavalry). They also send larger raiding parties 
at nearby enemy players’ colonies. 


e Finally, all federated tribes can trade with Native player’s colonies regardless of their 
distance from the colony and double their trading capacity for such trades. 


Once you opt to federate, you should try to incorporate as many native tribes into 
your federation as fast as you can. The more tribes you federate, the stronger you will 
be. Remember, there is no going back! Once you decide to federate, you are stuck with 
the consequences, good and bad, for the rest of the game you can’t sue for peace. 


In the meantime, make sure your colonies are very well defended, since unfederated 
tribes will like you less and less over time and will gain strength as they gain dislike for 
you. They will send super-strong raiding parties (called war parties) to your colonies in 
an effort to eliminate you. Build lots of Forts in all your colonies, especially on the 
edges of town. This will help protect your more valuable buildings from attack and will 
help you support the many units you will need to defend your colonies and to build the 
armies to convert remaining unfederated tribes. Various approaches to federating are 
given in Chapter 11. 


Because federation is relatively easy (even with just one strong colony), it makes sense 
for the Native player to declare federation as soon as feasible. This ability to successfully 
federate early is a great advantage for Native players in short games of Conquest of the 
New World. 


OTHER PLAYERS: LOVE/HATE RELATIONSHIPS 

There are two possible types of “other players:” computer players and human players. 
This section deals with how you can attempt to handle all types of other players as diplo- 
matically as possible. 


COMPUTER PLAYERS 

Your relations with computer players depend on your Mother Country’s relations with 
them and your own actions for or against them. The following table describes the diplo- 
matic status you can formally have with computer players. 


Diplomatic Status Point Value* Comments 

~~ AROuMar 1 ConsideredarMar 
War 2 Considered at War 
Belligerence 3 Considered at War 
Hostile 4 May Start Attacking 
Neutral 5 
Understanding 6 
Non-Aggression Treaty 7 
Defense Treaty 8 


Alliance 9 


* In Version 1.0 this scale is given as ranging from 0-8. 


Relations with computer players can change under certain circumstances. They can 
change when you attack them and, if you are independent, when you make diplomatic 
proposals to them. They may also change when your Mother Country alters her diplo- 
matic status with their Mother Country. The following table lists how your diplomatic 
status with computer players can be altered: 


Action 


Alteration of Diplomatic Status 


Espionage /Sabotage No effect in Version 1.0; may 
eventually cause downward shift 
in status of at least 1 level 
per discovered offense 

Trade No effect 

Give Tribute No effect 

Demand Tribute No effect 


Accede to Tribute Demand 


Not applicable 


Attack Unit, Colony, or Ship 


Set to Belligerent for first 
attack; status continues to 
decline with subsequent attacks 


Mother Country Changes Status 


Status changes one level per 
turn in the direction of the 
Mother Country’s status, in the 
absence of attacks if both 
parties are not independent 


Proposal for Status Change 


May or may not accept 


Becoming Independent 


All become Neutral 


Achieving Commonwealth 


Same as Mother Country’s status 


The computer player who is not yet independent will tend to “alter” its status with 
other players only because of its tendency to start attacking others when its relations 
with them become hostile (through the Mother Country’s status change with the other 
player’s country). This will result in worsening relations and eventually lead to war. 
Worse, for the computer player, this may also inadvertently slide them into rebellion to 
their Mother Country and cause them to fight a war for independence. 


Strategy Note: Pay attention to when other players start a war for indepen- 
dence. This is often the best time to attack them (especially immediately after 
they have fended off an attack by their Mother Country). If they lose a colony 
to their Mother Country, it may be useful for you to raid, destroy, or capture 
such a colony as well, since the odds are that you will have less of an army to 
fight (only the garrison the Mother Country leaves behind). 


Although the tendency for computer players to be aggressive is presumably unrelated 
to the difficulty level of the game, it certainly seems to be related. This may be due to 
the point in time that computer players start adopting an aggressive approach; i.e., when 
they have enough Forts and resources to support many armies. Since this occurs earlier 
in a Difficult or Very Difficult game, computer players may seem more aggressive in 


such games. 
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In practice, independent (or non-independent but Hostile, Belligerent, or “At War”) 
computer players will decide to attack if they feel they are significantly stronger than 
their opponents. Otherwise if they are independent, they will accept diplomatic propos- 
als to improve relations and may even issue such proposals on their own. 


THE FORGOTTEN WAR: ESPIONAGE AND SABOTAGE 

Computer players rarely (never in Version 1.0, possibly in later versions) send out spies 
for espionage or sabotage. For human players, however, spy missions can be an impor- 
tant tool for undermining enemies. 


The first spy mission you set up on any game turn will cost 50 Gold, taken from your 
first colony (or if that is gone, your newly designated capitol). This is the same colony, 
incidentally, that pays all the taxes to the Mother Country. The second spy mission on a 
turn costs 100 Gold; the third costs 200 Gold; the fourth costs 400 Gold; and all later 
missions cost 800 Gold! While this rate seems a bit steep, the point in the game where 
aggression through sabotage or the need for detailed colony information arises usually 
coincides with a point when you have built up your colonies and have a pretty steady 
income from trade or Gold Mines. 


The length of time it takes to get feedback on a spy mission depends on what happens 
along the way. Each spy mission goes through three phases, each taking one turn: 


e Phase 1: Infiltration: The odds of a spy successfully infiltrating a target colony are 
90%. Spies are captured or killed outright 5% of the time each. 


e Phase 2: Mission: Once inside the target colony a spy has a 25% chance of successful- 
ly committing sabotage and a 60% chance of successfully completing espionage. (The 
probability of success in espionage in Version 1.0 is 25%.) For the failures (75% for 
sabotage, 40% for espionage), half simply fail and are not caught, 25% are captured, 
and 25% are killed. 


e Phase 3: Escape: If the spy is neither caught nor killed during his mission in the 
colony, he tries to make it out of the colony safely. Escape attempts are successful 75% 
of the time, and 10% of the attempts result in capture, while 15% result in death. 


The odds of a spy successfully sabotaging a target are 90% x 25% or 22.5%. The odds 
of a spy successfully obtaining useful information and getting it out of the colony are 
90% x 60% x 75% or 40.5%. The probability that a spy gets caught anywhere along the 
way is approximately 28% for sabotage and 21% for espionage. Of the spies that are 
caught, approximately 50% confess and tell their captors who sent them. 


Note: If a building that supports units (a Fort, Dock, or Tavern) is destroyed through 
sabotage, the units it was supporting are not killed or disbanded. That player can simply 
not build new units in excess of what it can support based on all its current buildings 
and their levels. 


Insider Tip: Since spy missions 


are expensive, try to sabotage 


Human PLAYERS: WHERE REAL 


DIPLOMACY IS EVERYTHING 
Relations with human players, as for those with 


computer players, depend heavily on your 
Mother Country’s relations with theirs, until 


tmportant buildings. At the 
te am you achieve independence. Still, you can do 
more to alter your actual relations with them 
even before this point (although you risk getting 
your Mother Country angry with you), since 
human player relations depend on many subtle 


a Mill or Farm later, go for Forts. 
Spy missions are only successful 
part of the time, but keep trying 


if you have the money. Watch things. 


whai yon pend. though: a may b Fortunately, as a human player competing 


against other human players, you can agree to 
assist each other or fight against one another 
more or less independently from your Mother 


more cost effective to build an 
army and attack a colony direct- 


o Country’s wishes (assuming you are willing to 


face her wrath for actions contrary to her desires). 
Once you are independent, you can do what you choose. You can unite to face a com- 
mon threat, assist each other with generous trade, or send helpful tributes when needed. 
Or, you can wage war, make outrageous demands for tribute, engage in espionage and 
sabotage, and otherwise interfere with one another. 


THE COMPUTER AS DIPLOMAT: How THE AI HANDLES DIPLOMACY 
Computer players don’t dabble too much in diplomatic affairs. They do, however, 
engage in some diplomatic activities. This section describes when and why they will act 

in certain ways. 


TRADE 

Computer players are very limited in terms of the trade they conduct. They do not 
demand tribute or offer trades (in versions after 1.0, they do). They will never accede to 
a tribute demand. Whether or not they will agree to a trade depends on whether or not 
they need the commodities you offer, if they have what you want, and if the offer is fair 


or greatly in their favor. 


ESPIONAGE AND SABOTAGE 

Computer players automatically know how many units your colonies contain. They 
don’t know the levels or types of units, but they get a rough idea of what they’re up 
against if they attack. 


Computer players may conduct sabotage in later versions (post 1.0) for the same rea- 
sons that they would attack other players (i.e., if relations are poor). 


ATTACKING COLONIES, SHIPS, AND OTHER UNITS 

When your relations with a computer player fall to Hostile or worse, they may begin 
attacking your colonies and units. The probability that they attack you does not increase 
as your relations worsen. They are most likely to attack your colonies. Whether they 
choose to raid and destroy or capture tends to be related to the distance of the target 
colony from their closest colony. The farther the distance, the less likely that they will 
try capturing their target. This reticence is based on the feeling that it will be hard for 
them to support a weakened (post-combat) colony far from their others. Furthermore, 
computer players have a tendency to send multiple armies after the same target. 


They have a lesser chance of deciding to attack your armies and almost no interest in 
attacking natives. They will certainly not attack natives unless they are irredeemably hos- 
tile and dangerous to their colonies. 


The decision to attack others is based largely on an estimate the computer player 
makes of its relative strength to that of another player. If the computer player’s colonies 
are well defended, and it has plenty of other forces it will probably start attacking. 


As a general rule, Conquerors will build Forts earlier and with greater enthusiasm, 
generating more troops early on, and thereby expediting the point at which they feel 
strong enough to send troops out to attack others. 


Computer players are not really focused on an approach for attacking other Ships. 
They randomly attack Ships, and don’t preferentially attack those with units onboard! 
This makes it worth your while to build large fleets to decrease the odds that a valuable 
Ship carrying units will be sunk or boarded. 


Although Admirals build larger fleets of Ships earlier than other computer players do, 
they tend to be no more aggressive with their Ships. They do, however, try harder to 
colonize other islands or continents (if any) once they find them. 


INDEPENDENCE 
Computer players never declare independence. Eventually, they slide into rebellion 
either through an inability to keep up with taxes or through attacking other players. 


FEDERATION 

Computer Native players tend to federate when they have at least three colonies and 
when they have built up a sufficient number of armies (60 or more units) for “convert- 
ing” nearby natives. 


NATIVE TRIBES 

Except for federating and occasionally attacking nearby hostile tribes, computer play- 
ers rarely target natives. They are also immune to the territorial restrictions that human 
players face when walking through a hostile tribe’s territory. 
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To War! PREPARING ARMIES AND MOUNTING ATTACKS 

Even the most pacifistic player will have to build armies, at the very least, in order to 
defend his colonies. Building good armies is necessary both for successfully defending 
your colonies from raids and capture attempts and for successfully attacking native tribes 
and enemy players. The following sections are devoted to the art of building great 
armies and leading successful attacks. 


THE UNIT TABLE 

Before we look at anything else, let’s examine units in terms of their costs, movement 
abilities, and “size.” The following table provides all this information for both European 
and Native player units. Note that Native player units cannot be recruited at levels high- 
er than 2, but their military units can gain experience through combat and gain levels in 
this way. The maximum level for military units is 5 (gained through combat experience). 
Ships do not gain experience from combat. 


Unit European Native 

(Level) Cost’ Movement Movement? Cargo” 
Artillery (1) 10$, 5M, 5P 60 - 20 
(2) 20$, 10M, 10P 80 - 40 
(3) 308, 20M, 2G, 15P 100 - 60 
(4) 40$, 32M, 5G, 20P 115 - 80 
(5) NA 115 - 80 
Cavalry (1) 108, 2M, 10P 80 100 20 
(2) 20$, 5M, 15P 100 115 40 
(3) 30$, 10M, 2G, 20P 115 135 60 
(4) 40$, 16M, 5G, 25P 135 155 80 
(5) NA 135 155 80 
Explorer (1) 20, 1P 100 H5 1 
(2) 50$, 1P 115 135 2 
(3) 1008, 1P 135 - 3 
(4) 2008. 1P 155 - 4 
Infantry (1) 5$, IM, 10P 60 80 10 


(2) 10$, 2M, 15P 80 100 20 


(3) 15$, 5M, 1G, 20P 100 115 30 
(4) 208, 10M, 2G, 25P 115 135 40 
(5) NA 115 135 40 
Leader (1)4 100$, 1P 80 100 1 
(2) 2008, 1P 100 115 1 
(3) 3508, 1P 115 : l 
(4) 500$, 1P 135 : 1 
Settler (1) 508, 15W, 15C, 150P 45 60 30 
(2) 1008, 30W, 30C, 300P 60 80 60 
(3) 1508, 10M, 45W, 45C 450P 80 a 80 
(4) 2008, 20M, 10G, 60W, 95 3 100 
60C, 600P 
Ship (1) 50$, 4M, 10W, 80P 115 115 300 
(2) 100$, 8M, 20W, 120P 135 135 400 
(3) 150$, 20M, 8G, 50W, 160P 155 E 500 
(4) 2008, 40M, 20G, 175 : 600 
100W, 200P 


1-Native players cannot recruit units higher than Level 2, although their military units 
and Leaders can obtain experience through combat and increase in levels. Where Native 
unit costs differ from those of European players, they are indicated in parentheses. The 
following abbreviations are used in this column: 


$ = Gold 

M = Metal 
G = Goods 
W = Wood 
C = Crops 
P = People 


2-Movement points are those available per turn and are approximate in value. See 
Chapter 3 for information on how many movement points it costs for units to traverse 
different terrain types. Indicated movement points for Leaders are those in the absence 
of points allocated to a Leader’s Move Bonus. Each increase in the Move Bonus of a 
Leader increases his movement points as described in the following chart: 


Move Bonus Increase in Movement Points Per Turn 


l 40 
2 32 
3 24 
4 16 
5 and above 8 


Military units with damage do not slow down, but Ships with damage do. Damaged 
Ships have a new movement allotment given by: 


Movement Allotment for Damaged Ships = 1/3 normal movement allotment 
+ 2/3 x normal movement allotment x (Maximum Level 
- Damage)/Maximum Level 


3-For Ships, this column indicates how much each Ship can carry. For other units, this 
column indicates how “big” they are and, therefore, how much of a Ship’s carrying 
capacity they occupy. 


4-Native players’ Leaders get more Leadership and Attack points than European play- 
ers’ Leaders. 


Note: Unlike demolishing buildings, you get nothing back for disbanding units. 


BEFoRE You Do THAT, ARE You READY For BATTLE? 

Before you go off and attack native tribes and other colonies, declare independence or 
federate, or when you plunk a colony down near some hostile natives, you should take 
some time to assess your battle-readiness. In the following sections, we discuss the 
important elements of good armies in Conquest Of The New World. 


LEADERS: RANK Gives You PRIVILEGES 

While military units without Leaders can attack and defend themselves, Leaders can- 
not attack or defend without military units. Still, Leaders can command large armies and 
“carry” (i.e., attach) all sorts of units with them on their travels. 


A good field army should have the best possible Leader you can muster. Build new 
Leaders at your highest level Colony Centers. Also, if you can wait a few turns before 
running off to attack someone, try to pour enough Gold into your War College(s) to 
raise your Leadership rating to the next level before commissioning your new Leader. 


When you commission a new Leader, the skill points you get to allocate to his abilities 
depend on the level of the Colony Center where he is recruited and your research level 
in the Leader category. It also depends on whether you are playing as a European or 
Native. The following chart summarizes this information. 


Category Leader Points Leader Points 


for European for Native 
New Leader’s 3 4 
base Attacks 
New Leader’s 5 8 
base Leadership 
(number of units) 
Extra points for 8 16 
Level 1* 
Extra points for 16 32 
Level 2* 
Extra points for 24 E 
Level 3* 
Extra points for 32 s 
Level 4* 


* Newly-recruited Leaders get an extra two skill points per research level in the Leader 
category. 


The skill points you gain upon recruiting a new Leader or from gaining experience 
can be used to raise your Leaders’ skills. The following table shows how many skill 
points it costs to raise your Leaders’ skills. 


Starting Cost to 

Leader Skill Value* Raise* Comments 

Leadership 3 (4) 2 the number of units in army 

Attacks 5 (8) 5 number of attacks per turn 

Move Bonus 0 3 

Charisma 0 2 decreases chance of friendly 
units’ retreating; draws 
native Indian militia aid 
from farther away for battles 
outside of colonies 

Reputation 0 NA** increases chance of enemy 


units’ retreating 


* Native values where they differ are in parentheses. The Starting Values are for Leaders 
without benefit of War College research. 


** Reputation is improved through combat and can range from 10 to -5. Basically, 
Reputation will increase, if you win a battle, in proportion to how large your forces were 
relative to your attackers. Reputation will decrease in the same manner. So, if you win a big 


battle with a tiny force, your Leader’s Reputation will improve a lot more than if you win 
with a crushing force. If you lose against overwhelming odds, your Leader’s Reputation will 
suffer less than if you have an ignominious defeat. 


For a new Leader, Charisma is probably the least important skill; wait to purchase 
some skill in this area until your Leader gains experience from victorious battles. 
Concentrate your point assignments on Move Bonus (for Leaders who are on the 
march), Leadership, and Attacks. 


The number of units that a Leader can organize and the number that can attack dur- 
ing each battle turn are vital and connected. Having a zillion units on the battlefield 
when only three can attack on every turn is not likely to produce a lot of easy victories. 
Some bloody ones, maybe, but no easy ones. On the other hand, building an army 
where every unit can attack every battle round is also inefficient. After all, you’re not 
likely to have every unit on the battlefield engaged with the enemy on every turn. 
Instead, if between 1/3 and 2/3 (1/2 is about right) of a force can fire each battle 
turn, that should get the job done as efficiently as possible. This ratio of 
Attacks /Leadership will give you plenty of troops on the battlefield and enough fire- 
power to use them efficiently. 


Note: Use a higher ratio of Attacks to Leadership when building defensive Leaders (the 
ones you leave behind to defend a colony). Defensive Leaders get extra units from mili- 
tia and can make good use of the extra Attacks. Also, a Leader defending a colony gets 
to command an additional 50% of his Leadership ability (in addition to the militia), if 
the colony has a sufficient number of units available. So a Leader with a Leadership of 
10 units can lead 15 units plus militia when he defends a colony! 


The Move Bonus is worth improving for Leaders who are taking armies to battles. 
Improving a Leader’s movement rating is a diminishing return investment. The first 
improvement increases the Leader’s movement bar (total movement points) by 40 
points. The second improvement is only about 32 points; the next is 24, and after the 
fourth improvement, your Leader will only gain 8 movement points for each point 
added to this skill. Therefore, don’t purchase more than two or three levels of improve- 
ment in this area. Beyond that, you’re better off carrying more units into combat. For 
Leaders who are meant to defend your colonies, placing points into the Move Bonus is a 
complete waste. 


Note: It may be worth creating a non-combat Leader with all points invested in move- 
ment. Such a Leader can be used to ferry Settlers and other slower units overland. It can 
also be used to quickly ferry supplementary armies to military objectives. 


Regarding Charisma, this skill becomes 
Insider’s Tip: Greg Marsters, designer more important when you are 
commanding higher level units (with a 
strength of 3 or higher) in battle. Such 
units are more likely to survive enemy fire 
carrying a few military units, is ideal for from round to round, but they are also 
more likely to get injured, panic, and 


and “feature boy,” points out that a 


Leader with a high movement allotment, 


sniping at your enemies Explorers. This is 


É retreat under fire. If you plan to fight an 
because a unit’s unused movement allot- 3 i 
enemy with a good Reputation, you may 


ment at the end of a turn improves its want a Leader with some Charisma to 
ability to engage units moving on the counterbalance this enemy advantage. 
map! So a Leader with a high movement- One further benefit of a high Charisma 
point allotment is more likely to have is that it will pull in native Indian aid from 


tribes that are farther away when a Leader 
is fighting a battle against another army or 
unit on the map (not in colonies). This 

increase the Leader’s chances of engaging boost from native militia to the number of 


movement points left over after targeting 


a wandering Explorer, which will 


the Explorer in combat units on the battlefield can sometimes 
make the difference between winning and 
losing a battle. 


Insider Strategy Tips: Some helpful suggestions on making the best Leaders 
you can. 


If you can, wait to recruit your defensive Leader until you have researched 
Leader skills in your War Colleges to at least the fourth research level. Then 
recruit a defensive Leader giving him 9 in both Leadership and Attacks and 
putting the rest of his points into Charisma. (Don’t let a lack of research pre- 
vent you from recruiting a defensive Leader, however! Defensive Leaders are 
useful even without research-based skills.) Don’t forget to have enough 
troops in your colony so that your Leader can lead the maximum he’s capable 
of! (Leaders can lead a number of units equal to 1.5 x their Leadership plus 
all militia when defending plus a small percentage of any additional units in 
the colony.) When your Leader research level improves, build better Leaders 
with high unit capacities and an equal number of attacks to make the best 
defensive Leaders you can. This will really pay off when defending your 
colonies from other players and your Mother Country when you rebel. 
—Erick “Quetzalcoatl” Lujan, playtester 


e When starting to militarize, build your Leader skill in the War College up to 
2 or higher. Offensive Leaders should be able to hold approximately 12 units 
with 8 attacks (about 75% of units able to attack at all times). Defensive 
Leaders can hold fewer units (10 or so), but should have more attacks (10 or 
higher). Since defensive Leaders get all of a colony’s militia in addition to 1.5 
x the value of their Leadership rating, they should maximize their use of large 
unit numbers by insuring that they can make lots of attacks. 

—Amy Mitchell, playtester 


Leaders become better as they are used to attack and defend. Leaders gain experience 
points through combat. The number of experience points a Leader gets from a combat 
is given by: 

Experience Points = total number of damage points done to enemy units 


+ 1/2 x total number of damage points done to friendly units 


The experience points are increased by 50% if you win the battle. (Note, this is only 
true for Leaders, not for other unit types.) 


When a Leader accumulates enough experience points, he gets new points to allocate 
to his various skill areas (Charisma, Movement, Leadership, and Attacks). There is a 
caveat though; it costs more and more experience points for each subsequent skill point 
the Leader can earn! The number of experience points it takes to earn new skill points is 
given by the formula below: 


The number of skill points the Leader has already earned (over what he was recruited 
with) = N. 


Note: N starts as zero when a Leader is commissioned since a new Leader has not 
earned any experience or skill points. 


Number of experience points to gain one skill point = 5 + (3 x N) 


The chart below lists how many additional experience points it takes to earn each new 
skill point after recruitment through the tenth point earned: 


Skill Point Experience Required 
First 5 
Second 8 
Third 1 
Fourth 14 
Fifth 17 
Sixth 20 
Seventh 23 
Eighth 26 
Ninth 29 
Tenth 32 


Of course, a good Leader is important, but so is a good army! Make sure that your 
armies always contain units of Level 2 or higher. Level 1 units are very fragile and can 
easily die when damaged. Higher-level units are not only better fighters, but are less 
likely to die when damaged. And, when units are damaged but not killed, they gain 
experience and levels. The following section describes how to make good armies to 
match your good Leaders. 


THE WINNING Way: COMBINED ARMS AND ARMY BALANCE 

Never, never, never lead an army with only one type of unit! Always lead an army with 
a mixture of Infantry, Cavalry, and Artillery (for European players) units. This is because 
the Combined Arms bonus in battle is vital for inflicting maximum damage on enemy units. 


The Combined Arms bonus increases the chance that a unit will successfully hit its tar- 
get by 5% (additively) if two unit types are involved in an attack, and by 10% (additively) 
if three unit types are involved. (See Chapter 9 for details.) 


As you can see, you do not want to approach combat with only one unit type, no 
matter how good you think it is. Furthermore, make sure that you have a mix of units 
in every column of the battlefield whenever possible. In theory, toting three cannons, 
horses, and soldiers onto a battlefield is an optimal force, as each column could have 
combined arms. Of course, more is better, but never deploy your forces in battle such 
that all your Artillery is in one column, all your Infantry is in another, and all your 
Cavalry is in the last column. (That’s not how combined arms works!) 


Finally, and this should be obvious, always 
lead the best troops you have into your 
Forts are supporting the maxi- important battles. Recruit the best units you 
mum number of units they can, can afford(shoot for minimum Level 2) and use 
them to create balanced armies. It makes no 
sense to stint on unit quality during war. 


Insider’s Notes: When your 


it’s time to upgrade those Forts or 
build new ones. Then, when you 
have room for more military 


EMPLOYING VETERANS: EXPERIENCED 
units, recruit them at your highest 


TROOPS 
level Forts, not at your newest One way your troops can increase in quality is 
Forts. Try to recruit units that are through their own combat experience. Each 


point of damage that a unit suffers during 
combat (without dying, of course—dead is 
you are a Native player. dead) earns it an experience point. When it 
—Amy Mitchell, playtester saves up enough, it grows in strength to the 
next level. The highest level a non-Leader mili- 
tary unit can achieve is 5 (i.e., a 6-strength unit—each unit’s strength value is one point 
higher than its level). 


no lower than Level 3. Level 2 if 


The chart below shows how many experience points European and Native military 
units must earn to advance in levels and strength. 


From To European Native 
Level Level* Unit** Unit** 
1 2 4 Exp 3 Exp 
2 3 7 Exp 6 Exp 
3 4 12 Exp 10 Exp 
4 5 L7 Exp 15 Exp 


* Each level provides a unit with a combat strength of one greater than that level. Thus, a 
Level 5 unit has a combat strength of 6. 


** This is the total amount of damage done to the military unit over tts lifetime. 
Therefore, a European unit that has received 12 points of damage over its lifetime can 
advance to Level 4. 


There is a random element to level advancement. A unit may advance before earning 
the indicated number of experience points, however it will definitely advance in levels 
upon earning the indicated amount. 


Note: Militia units do not gain experience. 


With the goal of always having the “best army you can field” out there (your best 
Leader, your strongest troops), always look for experienced units to lead into battle. 
Such a veteran army should be fielded to take out all neighboring hostile tribes and to 
mop up smaller enemy colonies with ease. You might need two (or even three) of such 
large, veteran, killer armies to take out a large enemy colony, however. 


Strategy Tip: The way experience is gained, it makes sense to rotate your units 
in combat so each gets damaged, but not killed. If you can, wear your oppo- 
nent down to one weak unit or two. Then rotate your units near the enemy 
unit(s) so that your units can be attacked and take some damage, but don’t use 
your units to attack. Then move your damaged troops out of the way and let 
others take the damage. When your troops are done taking damage, kill the 
enemy unit(s) to win the battle. Note, don’t do this when you’re defending 
your colonies from raids! Only do this when you are on the offensive and when 
your army is in a position to benefit from this strategy. 


DEADLY DIPLOMAS: WAR COLLEGES 

An ideal army will have the advantage of adequate investment in War Colleges. Every 
colony that is making extra money should build a War College and invest in it or, alter- 
nately, be sending their money to where your War College is. While giving investment 
priority to defense if you’re a Pacifist makes sense, other considerations may apply for 
other players. 


Here are a few things to keep in mind: 


e Because Leaders are so critical to doing well in battles, prioritizing your investment in 
this research area is critical. Be sure to recruit new Leaders for your fighting and dis- 
band old ones (with fewer skill points total—including from experience) unless they 
have superb reputations. This will insure that you have the highest quality Leaders on 
hand for every occasion. 


e If you are sending out a lot of raiding parties, consider investing mostly in defense, so 
that you can drag battles out for longer without losing troops. 


e If you are a Pacifist, prioritize investment in defense, since you get a financial break on 
this area. 


If you are the target of frequent raids, invest a lot in offense to maximize the damag- 
ing effects of your attacks, thus speeding the elimination of enemy units during raids 
and minimizing damage to your colonies. 


For offensive purposes, prioritize research so that Artillery gets more than Cavalry, 
which gets more than Infantry. You want your fastest long-range, units to be the 
toughest that you have. This is good for all combat purposes, but especially for 
defending against raids. 


For defensive purposes, prioritize research so that Infantry gets more than Cavalry, 
which gets more than Artillery. This is because your Infantry are going to form the 
bulwark of your defensive position. You can use them to hold the flag square and to 
help divert damage from other valuable units. The sturdier your Infantry are, the 
longer you can last in battle. 


You may prefer to beef up the defense of your Cavalry first, however, if you are con- 
cerned about losing them too easily. They are the first units out getting and giving 
damage on the battlefield, so it is equally sensible to take care of their defenses first. 


Insider Strategy Tip: To help get the 
Gold to make the best use of your War 
Colleges, sell your excess commodities to 
the Mother Country. Improve your 
Leader skills first, then work on 
improving your troops’ offensive and 
defensive skills. Concentrate on one 
skill at a time; get it to Level 2 or high- 
er before improving the next skill. If 
possible, improve skills to Level 4. This 
research is expensive, but very valuable 
for when you begin attacking hostile 


natives and colonies. 


—Erick “Quetzalcoatl” Lujan, playtester 


While all of the above suggestions can 
be helpful, the bottom line is that you 
should invest as much in War Colleges as 
you can (unless you’re a Miser). The 
research pays off in big ways both 
offensively and defensively and it makes 
no sense to invest skimpily in any area. 


SHooT First: THE ADVANTAGE OF 


ATTACKING 

The big advantage of being the one to 
attack in battle is that you get to make 
the first move! That means that your 
Artillery units will be able to fire first, 
that you will be able to retreat more 
easily (if you decide you’ve stepped on a 
land mine), and you can prepare your 
position instead of having to react 
immediately to your opponent. And, if 
you both have Cavalry units that you 
move as far into the field as possible, you 
will be able to attack first with yours. 


Insider Strategy Tip On Whom To Attack When: After building up your 
colonies and military send your offensive Leader(s) out on a warpath! Attack 
native tribes far from your colonies to avoid changing the disposition of nearby 
friendly native tribes. Attack the smallest colonies of a player with whom you 
are not on good terms and work your way up to their largest colonies. By the 
time you get there, your Leaders should have gained enough experience that 
they can carry more troops and launch more attacks. 


— Amy Mitchell, playtester 


When Multiple Attacks Are Ordered: When several armies attack a target at one 
time, the combats occur in order of being “commanded” to attack. So the first army 
you tell to attack something will go first. If an army has been commanded to attack 
something, but gets attacked first by someone else, it can still attack its target if it wins 
its first battle. Of course, it will attack in its damaged condition. 


Insider’s Notes on Waging Wars: First, 
never fight with more than one opponent at a 
time if you can help it. If you are at war with 
one of the Europeans or a Native player, don’t 
start any other wars until you have completely 
eliminated your current enemy. Second, here 1s 
a strategy for successfully attacking groups of 
colonies: Send out a group of troops using your 
Ships. These forces should include a great 
Leader with a strong army and lots of reserve 
troops. Attack an enemy colony with your 
Leader and his army. On the following turn, 
place your wounded on your Ships, fill up your 
Leader’s army, and attack again. Continue 
this procedure until all your units are wound- 
ed. Then send everyone home to heal. Your units 
will now be more experienced. Place them all 
onboard Ships again, and repeat the described 
process until you have destroyed or captured 


your target. 


—Bill Field, playtester 


INDIAN “PACIFICATION:” 
ATTACKING NATIVE 


TRIBES 

There are three ways you 
can end up in battle with 
natives. First, you may 
accidentally trespass on hostile 
natives’ territories and be 
unable to avoid “attacking.” 
With any luck, in such a case, 
the unfortunate unit is not a 
Settler or an Explorer, but a 
Leader with a real army. 
Second, you may walk an 
army deliberately onto a native 
tribe to target it for 
destruction. Third, if you are a 
Native player, after you 
federate, you may walk an 
army deliberately onto a native 
tribe and try to federate it. 


In all cases the strength of 
the native tribe determines the 
number of units that it brings 
to battle. These units are 
randomly chosen Strength 1 
or 2 Cavalry and Infantry 
unless the tribe has been 
federated, in which case they 
will be Strength 2 or 3 
Cavalry and Infantry. The 
chart below shows how many 
units (as a percentage of the 
tribe’s total strength) a tribe 
will bring to a battle. 


Battle Number of Units 
(As Percentage of Strength)* 


SE em 


Territory Defense 50% 
Defense Against 100% 
Direct Attack 

Raiding Party 40% 
War Party 50% 


* The strength of the tribe is discussed later in this chapter. Tribe strength can range from 
4 to 18 units before a tribe is federated or militarizes. Thereafter, tribe strength can range 
from 8 to 36 units. The actual number of units depends on the tribe’s current strength, not 
its maximum strength. The current strength may be lowered as a result of the tribe’s losing 
units in combat or if the tribe has just sent off a war or raiding party. 


The quality of the native Leader depends on the level of research that the tribe has 
acquired. Research is acquired automatically, going up one level every 20 turns of the 
game in Version 1.0; in later versions a tribe earns research levels at a much slower rate 
and reaches a maximum of Level 5 after turn 150 (see Chapter 6 for specifics). A tribe 
can also acquire the research level of a Native player who federates it (although if that 
research level is lower than it would have had because of the time in the game, it will get 
that lower level). What these research gains mean in terms of Leader quality are dis- 
cussed in Chapter 6. 


In general, European players will have an easier time fighting natives than Native play- 
ers because they can bring the long-range Artillery pieces into combat. These long-range 
units allow Europeans to damage or eliminate native units with relative ease, especially 
when used in Combined Arms attacks. 


Note: Native players who federate are best off trying to federate all nearby tribes as 
quickly as possible. Unfederated tribes gain strength and hostility over time and are too 
dangerous to leave alone unless you have no other choice. 


Strategy Tips: If you are a European player, definitely bring Artillery to your 
battles against native tribes. Then, let the Indians come to you while you set up 
your Infantry and Cavalry and lob attacks at them with your Artillery. In fact, 
any time a European is fighting a battle against an army that doesn’t have its 
own Artillery, it should adopt this tactic (unless, of course, the battle involves 
defending your colony from a raid where time is against you). If you are a 
Native player, make heavy use of Charging bonuses by rotating your Cavalry 
units. That is, after firing, move Cavalry on the front-line back one square. One 
the subsequent turn, move them up again and attack on the same turn to get 
the Charging bonus. 


Hatt! WHO GOES THERE? ATTACKING WANDERING UNITS 

Although you may suffer the wrath of your Mother Country, other players, or even 
lose victory points if you are a Pacifist, sometimes it makes good sense to attack and, 
hopefully, eliminate opponents’ units. Based on such considerations and the following 
factors, you can make an informed decision on whether or not it is worth attacking a 
wandering unit. 


Explorers: Attacking and eliminating opponents’ Explorers is one way to hobble their 
efforts to discover landmarks before you do. Although Explorers are not expensive to 
recruit, it can take a long time for your enemy to recover from the loss of a few 
Explorers, simply because it can take so long to reach new, unexplored territories. 


In particular, destruction of Explorers that are on land masses not occupied by their 
country’s colonies will seriously hamper opponents’ exploration efforts. Getting a new 
Explorer to such a location may not only require recruiting a new Explorer, but also 
recruiting a new Ship or getting an old one back to port quickly enough to carry the 
new Explorer to the uncharted reaches of the New World. The lost turns in getting an 
Explorer back to darkened lands can be critical to a player’s ability to compete seriously 
for Exploration- and Discovery-based victory points. 


Finally, even if you are comfortable in what you have explored and don’t feel threat- 
ened as such by a wandering Explorer, it may still make sense to eliminate him. The less 
your opponents know about where and how many colonies you have, the less they can 
do to knock you out of your claim to the New World. 


Insider Tip On Hunting Explorers: If you have done enough research in Leader 
skills that you are at a research level of 3 or higher in this area, recruit a new Leader and 
put all the points you get into his movement bonus! Then give him one or two units to 
carry and send him out to hunt Explorers. He’ll have no trouble keeping up with them 
and hunting them down. —Erick “Quetzalcoatl” Lujan 


Settlers: Attacking and eliminating an opponent’s Settler has obvious advantages. 
First, Settlers are expensive to build and colonies can take quite a while recovering from 
the economic drain of building one. By eliminating the fruits of this labor, you force this 
economic drain to be for naught. Second, a new Settler means a new colony and a new 
stronghold for your opponents in the New World. If your job is to establish your 
supremacy, it is to your advantage to eliminate competitors at this easy stage, before they 
establish a fortified colony. 


From the converse perspective, it should be clear that you should never send a Settler 
out unprotected! Not only are Settlers too slow to go anywhere in a reasonable period 
of time, they are carrying valuable supplies and are extremely vulnerable. Always attach 
your Settlers to Leaders, preferably ones who can move quickly and who have a small 
army attached. In addition, at higher difficulty levels and against multiple human play- 
ers, you should always have a Leader and army accompany a Settler to fortify the colony 
that it founds. 


Military Units: Attacking military units, be they full-fledged armies, stray Infantry or 
other units, or Leaders without an army, is worth doing unless you are a Pacifist or you 


can’t yet afford to anger your opponents or your Mother Country. Enemy military units 
near your colonies are a threat if for no other reason than their proximity to you, mak- 
ing it simple for them to attack you if your relation with their country goes sour. 


Remember that an army does not need to capture or destroy, or even win a battle 
against your colony, in order to be a problem for you. All it has to do is raid you repeat- 
edly, snagging commodities from your stockpiles, hampering your production, and dam- 
aging or destroying your buildings. Therefore, except for the reasons above (and even 
Pacifists should attack armies that are clearly too close to their colonies, even if this means 
losing a few victory points), always eliminate armies and other military units nearby. 


Note: To successfully eliminate armies threatening your colonies you must engage them 
long before they get to you! Otherwise, they may be attacking your colony on the same 
turn that you attack them with an army. Since there is no guarantee that you will hit 
them first, you may end up eliminating the army after it has damaged your colony. For 
the same reasons, make sure that you don’t leave your colony defenseless when you try a 
preemptive strike against nearby enemy armies. 


Ships: Attacking Ships is discussed in 


Insider’s Tip: Here’s sort of a reverse 
P o Chapter 9, but as a general rule, you 


way to initiate battles with enemy 
armies: If you want to attack a colony, 
but you are afraid that its defensive 
forces are too powerful, just position your 
army outside of the target colony and 
watt! Eventually, your opponent will 
send out an army to attack you. While 
the army you fight may be large, it wont 
be supported by the colony’s militia. If 
you defeat that army, the colony may 
have significantly fewer defenses on the 
following turn, leaving it wide open for 
a successful assault by your forces. 


—Bill Field, playtester 


should base your decision on whether 
or not to attack a Ship on 1) your 
victory conditions and 2) what that Ship 
is carrying. A Ship without cargo is not 
a threat in any real sense, other than 
that it can help scout out your coastal 
colonies for your enemies. A Ship with 
an Explorer is the same sort of threat as 
an Explorer. If your personal victory 
conditions are heavily skewed towards 
exploration, then it may be worth your 
while to eliminate such Ships (or to 
board and capture them). Note, if you 
successfully capture a Ship, you will not 
get any units that were onboard that 
Ship. 


If the Ship is carrying a Settler, the 
discussion on Settlers, above, applies. 
There is no reason to let your enemies 


gain more footholds in the New World. 


If, however, your agenda is really non-aggressive, you are doing well on your own, and 
you don’t feel threatened by the player controlling the Ship-with-Settler, then there is 
no reason to attack. 


Finally, if the Ship is carrying military units/armies, you should seriously consider 
sinking it. Don’t board the Ship, as you will be stuck fighting a Gunnery Duel against 


lots of enemy units. Just try to sink that Ship. In particular, if that Ship is heading any- 
where near one of your colonies, eliminate it before it gets to you. It’s much easier to 

take this preemptive step than to deal with the potential consequences of failing to act 
when the moment is right. 


THE Vicious NEIGHBOR PoLICY: CAPTURING OR RAIDING COLONIES 

Depending on the sort of game you’re playing, there may come a time when you 
want to cripple or eliminate your opponents. The best way to do this is to take their 
colonies or raid them so frequently that they are more of a liability than an asset for your 
enemies. 


Regardless of whether you decide to capture or raid a colony, be prepared to take 
heavy losses! (Remember that Native and European players may not capture one anoth- 
er’s colonies; they may only raid them.) Serious capture attempts require minimally two 
to three armies targeting a colony in tandem. To maximize the value for your efforts, 
reserve one or two Leaders for fighting and use other Leaders to ferry extra armies to 
the Leaders who actually do the fighting. Then, over a series of turns you can repeatedly 
attack a colony with fresh troops and a seasoned Leader. In this way, you will exhaust 
the many troops stationed in the colony in the hopes of finally winning a battle, and the 
colony, at the end of a series of battles. 


For serious raid attempts, decide beforehand whether or not the army you send in is 
expendable. If it is expendable, hang in with your raiding party through the battle. If it 
is not expendable, prepare to take some unit losses and retreat when the tide turns 
against you or when you feel you have damaged the colony sufficiently. If you’re plan- 
ning on hit-and-run raids such as these, be sure you have plenty of troops nearby 
(brought by a “Jogger”—a Leader devoted to ferrying units, with a high Move Bonus 
and Leadership) to give your Leader so he can go in and attack again on the next turn. 


Large raids (that have hopes of destroying the colony in question), like capture 
attempts, should use several armies on the same turn or one attack per turn over several 
turns. Come in from multiple directions if possible, or have all your armies come in 
from the same direction (preferably one in line with the colony’s valuable Gold Mines, 
Commerce, or War Colleges). Furthermore, drag out your raids as long as possible; play 
defensively and avoid enemy Artillery at all costs. The longer the combat lasts during a 
raid, the more damage you will do. With these approaches, you can maximize the dam- 
age you do to a colony. 


Be aware that if you attack a colony several times over the same turn, its militia supply 
will not replenish between battles! Also, for each point of damage done to militia units, 
a town loses 10 people. After the game turn ends, however, the town’s militia is replen- 
ished. 


Note: Raiding parties suffer a slight decrease in their ability to damage enemy units. See 
Chapter 9 for details. 


It’s A Nice PLACE Visit, Bur...: RAIDS AND DAMAGE 

The direction from which a colony is attacked during a raid influences the buildings 
that get damaged, if any, during the raid. Buildings are targeted for damage based on 
their distance from the attacker. Basically, damage radiates from the attacker’s location. 


Once a building is chosen to bear the 
Insider’s Note: If you want to be brunt of the current damage being done, 
as combat turns go by, it is repeatedly 
damaged until it is destroyed. Then the 
river, etc.) square near a player’s next target building is chosen. Damage 
and destruction go on until the raid 
ends. Therefore, you won’t see a lot of 
then attack that colony on the next buildings each with reduced levels. 
Instead, if the raid goes on long enough, 


you will see empty spaces were buildings 


nasty, find an undeveloped (slope, 


Colony Center, move there, and 


turn “from within.” Oh, the things 


youll damage!! : were, and perhaps one building (the 
current target when the raid ended) with 
—Alan Emrich, additional designer reduced levels. 


During a raid, for each combat turn past 
the fifth, one building will get hit for one point of damage. Each point will remove a 
level from the building that was hit, unless the building is a Fort. Damage to a Fort is 
summarized in the chart below. 


Europeans Natives 
Fort Level Hit Points* Hit Points* 
l l 2 
2 2 3 
3 3 - 
4 4 - 


* This is the number of hits a Fort of this level can take before it loses a level. Therefore, a 
fourth level European Fort takes 10 hits before it is decimated. A second-level Native Fort 
takes 5 hits before it is destroyed. If a Fort level is only “partially destroyed,” on the next bat- 
tle, even if it is on the same game turn, it will be viewed as having the full complement of 
hit points for its current level. 


When you lose levels from a building or when you lose a building that was necessary 
for supporting units, such as a Fort, Tavern, or Dock (whether through raids or sabo- 
tage), you do not lose the units that it was supporting! You can simply not build new 
units until you have enough buildings to support more of them. Similarly, if you capture 
a Ship, even if your fleet is at its maximum (based on your Dock levels), you will not 
lose a Ship. Again, you must build a new Dock or increase the levels of current Docks 
before you can build new Ships. 


When a colony gets raided, starting on turn 4, 10% of its remaining stockpiles get 
stolen by the raiding player on each turn. Therefore, on the first turn in which com- 
modities get raided, 10% disappear. The next turn, 10% of what is left disappears (for a 
total of 19% stolen), and so on. As combat turns go by, the computer shows you what 
percentage of a colony’s total stockpiles has been stolen during the current raid. 


The stockpiles are raided in the following way: At the end of combat the computer 
has a value for the total number of commodity units taken in the raid. Then it randomly 
chooses a commodity, so it is equally likely that the colony’s Wood, Metals, Crops, 
Goods, or Gold will be chosen, and takes one unit. A target commodity is chosen ran- 
domly again and one of its units taken. This repeats until the appropriate number of 
units of the colony’s stockpiles have been removed. One unit of a commodity is one of 
everything except for Gold; ten Gold are equal to one unit. This method of choosing 
commodities to steal as a result of a raid results in your colony losing mostly what it has 
the least of! This can be very damaging for a colony that is laboriously collecting Goods 
or some other scarce (for it) commodity that it needs for something. 


When buildings are destroyed during a raid, the raiding party gets to keep the cost of 
their “demolition,” i.e., 2/3 the quantity in commodities of the latest upgrade cost of 
the building (or the cost of upgrading the building to the level it was when combat 
began). 


Raiding parties are limited in how much they can run away with from a raid. A raiding 
party can take 1,000 units maximum (for which Goods count as 3 units, 10 Gold equal 
one unit, and all other commodities count as one unit) from a colony, in addition to the 
commodities it takes away from demolishing buildings and building levels. 


If a raiding party is destroyed, the player who sent it will still get the commodities it 
stole from its target colony. These commodities end up in the attacking player’s nearest 
colony. 


Tus LAND Is My LAND: CAPTURING COLONIES AND DAMAGE 
If a colony is captured, it will sustain some slight damage from the battle. The amount 
of damage is determined as follows: 


e All militia units are killed. This kills people. Ten people are killed for each militia unit 
destroyed. 


e Stockpiles are undamaged. 


e Buildings are slightly damaged. Each building has a 2% chance of losing one level. If 
the building loses a level, it has a 2% chance of losing another level. If a building loses 
two levels, it can lose no more. 


As you can see, both raiding and capturing colonies, if successful, are devastating ways 
of dealing with your enemies. In the following chapter, we discuss defending yourself 
from such attacks. 
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BE PREPARED! DEFENSIVE CONSIDERATIONS 

While it has long been said that the best defense is a good offense, not all players wish 
to indulge in aggressive behavior, and some players’ victory conditions will not really 
lend themselves well to attacking other players. If you are a Pacifist or if most of your 
victory points are coming from colony building, Gold accumulation, exploration, and 
other non-military actions, your chief interest in warfare may be in how best to defend 
your colonies and units from aggressive actions by others. The following sections 
describe how you can keep your communities safe from external threats. 


BUILDING A SHIELD: WHAT GOES INTO DEFENDING YOUR COLONY 
There are four elements that go into properly defending a colony: military units, the 
layout of buildings within the colony, good planning, and vigilance. 


MANNING THE BARRICADES: MILITARY 

The same thing that goes into attacking a colony, for the most part, goes into defend- 
ing one. The big difference is time. When defending a colony (particularly from raids), 
time is of the essence. Every turn the battle drags out causes a further loss of goods and 
buildings. 


Therefore, colonies require the fastest military units of decision for defense: Artillery 
and Cavalry. You can let the colony’s militia and any nearby native allies fill in the 
Infantry ranks (up to a point). However, to get the enemy off the battlefield as quickly 
as possible, you need Cavalry and Artillery. Strong Cavalry units, in particular, are 
required, as such units often have to take an enemy shot or two without Infantry sup- 
port on the battlefield. 


Note: When a colony has a lot of units (more than a defensive Leader’s ability to com- 
mand, which is equal to 1.5 x his Leadership rating), the computer decides which units 
end up in the army defending the colony from attack! As a rule, the computer will 
choose the highest level units it can find. 


An ideal defensive Native player army should have at least three Level 2 or higher 
Cavalry units and preferably three or so Level 2 or higher Infantry units, since the mili- 
tia Infantry units are a little flimsy. An ideal defensive European player army should have 
at least two Level 2 or higher Cavalry, at least two Level 2 or higher Artillery, and two 
or more Level 2 or higher Infantry. This mix of higher level units for these two types of 
players, if combined with a good Leader (discussed later in this section) will give a 
defending colony maximum flexibility and speed required to respond to an attack. 


So how much can you count on militia to help defend your colonies? The following 
tables show how many militia units a colony will get to help defend itself from attacks, 


depending on its Colony Center level and the number of Fort-levels built at that colony. 
Remember that Native players do not get Artillery, so their Forts do not produce this 
militia unit type. 


Colony Center Level Infantry 

1 4 

2 5 

3 6 

4 7 
Forts Artillery 
first Fort 2 
third Fort Level* 3 


* This can be from a Level 3 Fort, or 3 Level 1 Forts, or a Level 2 Fort and a Level 1 
Fort. More Fort-levels do not further increase militia Artillery. 


Note: All militia units are Strength two (Level 1 units) and do not acquire experience. 


Your colony may also get militia contributed by nearby native tribes depending on its 
relations with the tribes and their relations with your opponent. See Chapter 6 for 
details (and, yes, there can be native troops on both sides of a battle—there was plenty 
of infighting amongst the indigenouse nations, too!). You may get a maximum of 4 
native militia (6 if the militia units are being contributed by federated tribes to Native 
players). The militia units from unfederated tribes are all Strength 1 or 2 Infantry. The 
militia contributed by federated tribes to Native players (whether for defense or when 
the Native player is attacking other player’s colonies or armies) can be Strength 2 or 3 
Infantry or Cavalry! 


All your militia benefit from the research levels you have acquired through War 
College investment. 


Militia units that are damaged in battle heal completely at the end of the game turn. 
Militia units that are killed are replenished by the end of the game turn. For each militia 
unit that dies in combat, the colony loses 10 people. Local tribes that lose militia in 
combat replenish them at the rate of 1 unit per game turn. 


As you can see, although militia are not strong units; they’re basically expendable, and 
their numbers can greatly assist you during battles. The benefits they gain from your 
War Colleges further enhance their usefulness. Finally, for European players, the ability 
to get free Artillery militia units for having Forts is a tremendous boon to defending the 
colony from all attacks, but especially from raids. 


To defend your colony, you can prepare a custom Leader designed solely for this pur- 
pose. Ignore building up that Leader’s movement (it’s not going anywhere). Instead, 
concentrate on the number of attacks per round that Leader can make. Alternatively, 
worry about that Leader’s Charisma. The number of units it can command is a sec- 
ondary concern (because you'll always get those militia units in addition to that Leader’s 
command of local regular troops), but making sure that you’re getting plenty of shots 
off every round is important for winning a fast victory—the crucial factor in colony 
defense. 


When you have sufficient Gold income, build War Colleges in your colonies and 
invest in military research (of all types). The better your units, the better your chances of 
quickly fending off attacks. 


If you are playing against other human players and your colony is near the ocean, 
build the biggest Ship you can and patrol your shores. You don’t want an enemy Ship 
(with army) to approach your colony without a chance to sink it before it can attack. 


DEVASTATING COLLATERAL DAMAGE IS FOR THE OTHER Guy: 


CoLony LAYOUT 

Where your buildings are in relation to the direction from which a raiding party is 
coming determines which buildings are likely to get damaged or destroyed if the raid 
takes a long time. Chapter 7 describes this in detail. From how this occurs, you can see 
that it makes sense to place your most expensive and vulnerable buildings (Gold Mines, 
Commerce, War Colleges) towards the inside of the colony, if at all possible. We realize 
that it is frequently impossible to place Gold Mines inside a colony (since places that 
offer productive terrain for this industry tend to be rather rocky), but do your best. 
Place Forts on each side of your colony or, minimally, in the direction of likely threats 
(other players’ colonies and hostile tribes). Of course, you should try to balance this 
consideration to some extent with that of not using up valuable terrain for Forts. 


Note: Terrain has no effect on the defensive ability of a colony! Nor, indeed, does a 
Fort (other than for the militia units it provides). Don’t make the mistake of thinking 
you have adequately defended a colony simply by building a Fort. Finally, you need a 
Leader to lead militia and other units in defense, as well as in offense! Colony-based 
troops without a Leader get a “minimal” Leader assigned to them. This Leader can lead 
5 units (in addition to militia), has 3 Attacks, a Charisma of 0, and a Reputation of 0. As 
you can see, such a minimal Leader is almost as bad as none at all; so make sure you 
recruit defensive Leaders to help defend your valuable colonies. 


NEVER WING Ir: GooD PLANNING 

Try to avoid placing a colony too near hostile tribes or you are simply asking for 
repeated raids. If you are a Missionary, you are in luck. Build lots of Churches and con- 
vert those hostiles as fast as you can. For anyone else, if the colony site you selected is 
too good to pass up even for the threat of frequent raids by one or more hostile tribes, 
then, send an army out as soon as possible to eliminate the nearest tribes. This will pre- 
vent your colony from having to defend itself repeatedly from assaults that leech valu- 
able stockpiles necessary for upgrading and expanding the colony. 


Good planning is also required before you do something like declare independence. 
Before you do this, make sure that you have at least 4 or 5, preferably 7 or 8, colonies, 
each well defended by a variety of high-level units and excellent Leaders. A large number 
of colonies and lots of troops are needed to successfully win your bid for independence. 


For federating, you can be a little more lax, but you still need all your colonies to be 
well defended by tons of Cavalry units and excellent Leaders. 


Wuo GoEs THERE? You'D BETTER DARN WELL KNOW! VIGILANCE 

Make sure that a healthy territory around your colony has been cleared of “black” 
squares. This way you can keep an eye out for armies that are on their way to your 
colonies. Keep an army and a huge Ship (if you are near the ocean) available for such 
emergencies. Attack such armies or enemy Ships (with armies) when they get near 
enough to strike you! This will hopefully eliminate the threat (and prevent the collateral 
damage that would have occurred) to your colony. At the least, it may decrease the force 
that ultimately attacks your colony, making it more manageable and easier to defeat 
quickly. 


PROACTIVE DEFENSE: PROTECTION ON THE MARCH 

When you send your Settlers out, they should almost always be accompanied by an 
army. The army can fortify the town that the Settler founds and will protect the Settler 
on the way. Furthermore, the Leader to which the Settler is attached can move more 
quickly to the future colony site than the Settler can. 


Explorers do not really require protection by armies, especially since such protection 
would only slow them down. However, Ships can do with a bit of protection (from 
boarding), by carrying a few Infantry on board at all times. No Leaders are required for 
this, but the extra Infantry units will help keep the Ship safe from boarding attempts. 


A Goop BIT on War: COMPUTER PLAYERS’ ARMIES AND ATTACKS 
It may help to know just how the AI handles computer players’ arms build-ups and to 
understand when it decides to initiate attacks against natives and other players. 


CoMPUTER CONVERGENCE: BUILDING ARMIES 

Computer players start building units with their first colony, slowly increasing the 
number of units built with the level of the Colony Center. They build up their Forts to 
keep up with their needs and the computer army mixes are approximately 40% Cavalry, 
40% Infantry, and 20% Artillery. For Native computer players the mix is 50% Cavalry 
and 50% Infantry. 


If the computer player is a Conqueror, he will wait to build units until his first colony 
is Level 2. Then he builds a lot of Forts and armies with the same mix of units described 
above. 


Computer players recruit Leaders when they need one. When the computer player has 
skill points to allocate to Leaders (when they recruit Leaders and when Leaders gain 
experience), it tends to allocate them primarily to increases in Attacks and Leadership, 


rather than to Charisma and Movement. Note that the computer player does not make 
specialized Leaders. Leaders are recruited to escort Settlers (along with military units) to 
new colony sites and to remain there to protect the new colony. 


THE MACHINE'S MISSIONS 

The computer player sends Leaders and armies out on specific missions (to raid or 
capture colonies; to attack native tribes; etc.). However, the army can “change its mind” 
while getting to its objective and decide to attack someone else along the way. They also 
tend to stop scheduled attacks if relations with the target player improved significantly 
while they were en route. Furthermore, computer players will send out armies to inter- 
cept approaching armies, hoping to abort attacks on their colonies and to minimize 
damage from raids. 


The computer player prioritizes military objectives as follows: 


Beefing up its own colonies’ defenses 


Attacking colonies of non-friendly players before achieving independence and colonies 
of all players after achieving independence; colonies that are far away are usually raid- 
ed, while the computer player tries to capture closer colonies 


Attacking wandering units and armies 


Attacking native tribes 


When engaging in Ship-to-Ship combat, the computer player does not discriminate 
between empty Ships and those carrying armies or other units. You may want to take 
advantage of that bit of knowledge by playing the Old Shell Game with your transport 
and escort Ships. 


apter 


SERVING A VOLLEY ON THE BATTLEFIELD 

Well, we finally got to it. What happens when the gloves are off and it’s time to start 
punching? We’re not talking about improving your odds anymore by how you allocate 
points to your Leaders so they can lead lots of troops, maintain morale, and command 
mega-firepower every turn. We’re not talking about when and why to attack or how to 
shimmy into a good defensive position. It’s blood-on-the-sand time now. 


TAKING TRUE Aim: MILITARY UNITS AND ATTACK BONUSES 
Before you can decide what to do on the battlefield, it helps to have some idea of 
what your units can do and how to maximize their effectiveness when they shoot. 


The Basic Attack: As a quick review, let’s take a look at how attacks work on the bat- 
tlefield in Conquest of the New World: 


Each strength point that a unit has gives it one chance to hit whenever it attacks. So a 
unit with a strength of 3 will try to hit its target three times whenever it attacks. 


Each attempt to hit has a base 15% chance of doing one point of damage to its target. 


If the attacking side has War Colleges and has researched Offensive Military Tactics, 
the level it has achieved in it research for the attacking unit type gives the attacking unit 
an extra (additive) 5% chance to do damage when it tries to hit its target. 


For example, if you have a Strength 4 Cavalry unit, and you have researched Offensive 
Tactics for Cavalry and have reached a research level of 3 in this area, your attacking 
Cavalry has, on the basis of these facts alone, a 30% chance of doing damage on each of its 4 
(from its 4 strength points) hits when it attacks another unit. 


Now, if the enemy has researched Defensive Tactics for the unit type you are attack- 
ing, each level of research the enemy has reached in that area reduces the chance of your 
doing damage on a hit by 2.5%. 


Continuing with our example: Let's say our strength 4 Cavalry unit is attacking an 
enemy Infantry unit and the enemy has reached the fourth level in its research on Infantry 
Defensive Tactics. This will reduce its Infantry’s chance of being hit by 4 (one for each level 
of research) x 2.5% or by 10%. So the 30% chance of doing damage goes down to 20% on each 
hit that the attacking Cavalry unit attempts. 


Basically then, each time a unit attacks, it gets to try to hit its target once for each of 
its strength points. If it hits successfully it will do one point of damage. The chance of a 
successful hit is given by the formula on the next page: 


Chance to hit = Base chance (15%) 
+ Level of Attacking Unit’s Offensive Tactics x 5% 
- Level of Defending Unit’s Defensive Tactics x 2.5% 


The chance of hitting will be further modified depending on whether any bonuses 
(discussed later in this section) come into play. 


Infantry: These are your cheapest units and can either move one square or attack on 
each combat round. Because of their relatively low cost, they can be used to draw fire 
away from other, more valuable units. They can also assist your side getting Combined 
Arms and Flanking bonuses (described below) during an attack. Infantry units attacking 
unaided Artillery units (i.e., those that have no Infantry or Cavalry in the same square) 
receive an attacking bonus in that they basically get double their number of normal 
attacks. So an Infantry unit with strength 3 will get 6 instead of its usual 3 chances to 
do damage when it attacks unsupported Artillery units. 


The other beauty of Infantry, though, is its compactness. Each occupies only 1/6 of a 
battle square’s capacity, while Cavalry and Artillery each take up at least 1/3 of a square. 
Thus, you can cram a lot more firepower (and staying power!) into a square filled with 
Infantry. 


When Infantry units attack a square containing more than one unit type, the odds 
that they attack a particular unit type are given in the chart below: 


Unit Type Odds of Infantry Unit Choosing This Target 
Infantry 4 x the level of the unit 
Cavalry 1 x the level of the unit 
Artillery 2 x the level of the unit 


Therefore, an Infantry unit is four times more likely to be targeted than a Cavalry unit 
of the same level and two times more likely to be targeted than an Artillery unit of the 
same level. 


Note: This means that high-level units of the same type as the attacking unit tend to be 
targeted more often than lower level units of the same type, something that is true for 
all attacks! Also, units of the same type (in general) get targeted more often than units 


of different types. 


If there are multiple units in the target square, the odds of each being attacked are 
pooled. Then one target is chosen from the pool. 


For example, if there are three units (one Level 3 Cavalry, one Level 2 Infantry, and 
one Level 1 Artillery) in a target square, the computer decides who gets hit by an 
attacking Infantry unit in the following way: 


e The Level 2 Infantry target unit gets 4 x 2 (for its level) or 8 chances of being hit. 
e The Level 3 Cavalry gets 1 x 3 (for its level) or 3 chances of being hit. 
e The Level 1 Artillery gets 2 x 1 (for its level) or 2 chances of being hit. 


The computer pools all of these chances to get 8 + 3 + 2 or 13 chances in all. As a 
result, the Infantry unit gets 8 out of 13 chances to be targeted by the attack; the 
Cavalry unit has 3 out of 13 chances to be targeted, and the Artillery unit has 2 out of 
13 chances of being targeted by an attacking Infantry unit. 


Cavalry: These are your fastest 
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Of course, Cavalry units can also participate with other units to get powerful 
Combined Arms and Flanking bonuses (described below) when they attack. Finally, 
Cavalry units receive an attacking bonus when they attack unaided Artillery units. This 
attacking bonus allows a Cavalry unit to double its number of chances to do damage 
when it attacks. Therefore, a Cavalry unit of strength 4 will get 8 hits when it attacks 
instead of its usual 4. 


The one problem with Cavalry units is that they are big, each occupying a full 1/3 of 
a battlefield square’s capacity. Since they can’t move through squares that friendly units 
have filled to capacity, proper sequencing of troop movements is sometimes required to 
get your Cavalry units out in front when you need them. 


When Cavalry units attack a square containing more than one unit type, the odds that 
they attack a particular unit type are given in the chart below: 


Unit Type Odds of Cavalry Unit Choosing This Target 
Infantry 2 x the level of the unit 
Cavalry 4 x the level of the unit 
Artillery 1 x the level of the unit 


Therefore, a Cavalry unit is four times more likely to be targeted than an Artillery unit 
of the same level and two times more likely to be targeted than an Infantry unit of the 
same level. If there are multiple units in the target square, the odds of each being 
attacked are pooled, and a target is chosen from the pool. See the previous discussion on 
Infantry attacks for more details. 


Artillery: These are your most expensive units and can either move one square (only 
to and within the Home Row—the closest row to your side of the battlefield) or attack 
on each combat round. They may attack any enemy square in their column, although 
the chance of hitting increases the closer the target square, as follows: 


For targets 1 square away, the chance to hit increases additively by 15%. 
For targets 2 squares away, it increases by 5%. 
For targets 3 squares away, the base chance to hit is unmodified. 


Artillery are exceptionally vulnerable to Infantry and Cavalry attacks when they are the 
sole occupants of a target square. These units get an attack bonus, effectively doubling 
their strength, when attacking lone Artillery. 


Artillery units firing on other Artillery units suffer a counterbattery penalty to their 
attacks, making them half as likely to hit as usual. 


Despite some of these handicaps, Artillery units’ long-range abilities make them 
invaluable in contributing to Combined Arms and Flanking attacks (described below). 


When Artillery units attack a square containing more than one unit type, the odds 
that they attack a particular unit type are given in the chart below: 


Unit Type Odds of Artillery Unit Choosing This Target 

TESE a EEE EEE EE EEE SE EPE EEE SEE SE SERES. 
Infantry 1 x the level of the unit 
Cavalry 1 x the level of the unit 


Artillery 2 x the level of the unit 


Therefore, an Artillery unit is twice as likely to be targeted than any other unit type of 
the same level. If there are multiple units in the target square, the odds of each being 
attacked are pooled and a target is chosen from the pool. See the previous discussion on 
Infantry attacks for more details. 


Bonuses: In addition to the bonuses and penalties mentioned above, attacks can be 
enhanced by a Combined Arms bonus and a Flanking bonus. 


To get a Combined Arms bonus, more than one unit type must be involved in an 
attack on a target square. The more unit types involved, the better the bonus. The fol- 
lowing paragraph describes the Combined Arms bonus’s effect on the chance of hitting 
(doing damage to) target units: 


Combined Arms Bonus: Depends on number of unit types involved in the attack. 
For 2 unit types, each receives an additional +5% chance to hit. For 3 unit types, each 
unit involved in the attack receives a +10% chance to hit. 


To get a Flanking bonus, an attack must involve units from more than one direction. 
The more directions from which an attack is being launched, the better the bonus. The 
following paragraph describes the Flanking bonus’s effect on the chance of hitting 
(doing damage to) target units: 


Flanking Bonus: Depends on the number of directions from which units are attack- 
ing a target square. If units are attacking from 2 directions, each unit involved in the 
attack gains a +10% chance to hit. If the attack is from 3 directions, each unit gains a 
+20% chance to hit. If the attack is from 4 directions, each unit gains a +30% chance to 
hit. 


Each unit in a multi-directional attack does not necessarily get the flanking bonus. 
Only the units that can “pair up” with other units from other directions get a flanking 
bonus. The size of the flanking bonus depends on how many other units (each from its 
own direction) a unit can pair up with. 


For example, in the following setup, a player has launched one attack against the tar- 
get square using all the indicated units. 


Strength 5 Cavalry Target Square Strength 3 Cavalry 
Strength 2 Infantry 


Strength 2 Infantry 
Strength 3 Cavalry 
Strength 4 Artillery 


Although the entire attack is technically coming from three directions, each of the 
involved units will not receive the 20% flanking bonus! The computer will look for the 
best unit coming from each of the three directions to determine which units get this 
bonus. In this case, the Strength 5 Cavalry unit (from the left), the Strength 3 Cavalry 
unit (from the right), and the Strength 4 Artillery unit (from below) will each get a 20% 
flanking bonus. 


For the remaining units: the Strength 2 Infantry unit (on the right) can “pair up” 
with the Strength 3 Cavalry unit (from below). Each unit gets a 10% flanking bonus for 
being involved in a two-direction attack. Again, only the strongest units that are left, 
those that can benefit most from the flanking bonus, are chosen to get the bonus. 


The last unit, the Strength 2 Infantry (from below) gets no flanking bonus because it 
cannot find another unit attacking from a different direction with which to pair up. 


Note: All bonuses, unless otherwise indicated, exert additive effects on the chance of a 
unit landing a hit on (doing damage to) a target. 


For example, let’s say a Level 3 Cavalry unit is not benefiting from any special research 
levels, but is Charging, getting a Flanking bonus (attacking with units from 3 directions 


at once), a Combined Arms bonus (attacking with one other unit type), and attacking 
unaided Artillery. 


The chance of this Cavalry unit landing a hit is = 
15% (base chance to hit) 

+ 20% 
+ 5% 


( 

+ 15% (Charging bonus) 
(Flanking bonus) 
( 


Combined Arms bonus) 


Resulting in a net chance to hit on each of its attacks of 55%! Furthermore, while it 
generally gets 4 hits (a Level 3 unit, undamaged, has 4 strength points and therefore 4 
hits whenever it attacks), it gets 8 in this case because it is attacking an unaided Artillery 
unit. That means this Cavalry unit gets 8 attempts to damage the Artillery unit, each 
with a 55% chance of success. 


Raiding Penalty: For an attacker during a raid on a colony, each of the attacker’s 
units suffers a -5% penalty to its chance to hit. Certainly this is not reason enough to 
avoid going on raids, but it helps to know that when you get raided, at least the raiders 
are suffering some sort of penalty while they stomp on your colony. 


Some Combat Tips: In summary, then, the following basic combat “tips” should be 
kept in mind during your battles: 


e Always attack with as many unit types as possible to gain the Combined Arms bonus. 
e Always attack from as many directions as possible to gain the Flanking bonus. 


Always attack with the best (strongest) units you have that are in attacking range. 


e When you can charge with your Cavalry do so. 


e Rotate Cavalry to diminish damage and to gain Charging bonuses. Pull Cavalry in 
front-line back one square and move Cavalry in rear guard forward to attack. On fol- 
lowing turn, repeat. 


e If you have Artillery, spread them out to cover as many columns as possible. 
e Don’t leave your Artillery units alone at any time. 


e Avoid enemy Artillery and make sure the enemy doesn’t get Flank attacks against you, 
if at all possible. 


e Keep a path of retreat open for units that get damaged and for units that panic. 


e Move cheap Infantry units into squares with Cavalry and Artillery to divert firepower 
from these more expensive units. 


e To increase your odds of hitting the unit you want to hit instead of some other unit, 
target it mostly with like-type units. 


e Try to keep one Cavalry unit in striking distance of the enemy’s flag square to capital- 
ize on the situation (by moving into the square and winning) whenever you manage 
to kill the last unit in that square. 


THE FRICTION OF WAR: OTHER FACTORS ON THE BATTLEFIELD 

Besides the particular abilities of each unit type on the battlefield and the use of attack 
bonuses during combat, there are a few other factors that should be taken into consider- 
ation to obtain a complete picture of what you should think of in combat. 


When a unit is damaged (but not killed) during combat, there is a chance that it may 
try to retreat one square towards its Reserves. This chance is described below: 


Probability of Retreat: Depends on the charts given below. 


Probability of Retreat for a unit that takes one hit of damage during a combat round: 


Unit’s Strength Current Strength after one Hit 
At Beginning 
of Battle 


This chart shows the chance of a unit’s retreating if it takes one point of damage dur- 
ing a combat turn based on its strength when it began the battle and its strength after 
taking damage. If we have a unit that begins the battle at a strength of 5 and that has 
previously taken two points of damage its strength is 3. If on this combat turn it takes 
one hit of damage it will have a 41% chance of retreating (starting strength of 5, current 
strength of 2). The following charts work the same way but are for when a unit takes 2 
or 3 hits in one combat round. 


Probability of Retreat for a unit that takes two hits of damage during a combat round: 


Unit’s Strength Current Strength after two Hits 
At Beginning of Battle 


1 


6 123%* 79% 46% 24% 
5 110%* 62% 30% - 
+ 91% 41% - - 
3 66% - - - 


Probability of Retreat for a unit that takes three hits of damage during a combat round: 


Unit’s Strength Current Strength after two Hits 
At Beginning of Battle 


1 


6 153%* 95% 54% 
5 131%* 71% - 
+ 102%* - - 


For strength 5 units that take 4 hits in one turn and strength 6 units that take four or 
five hits in one turn, the odds of retreating are 140%, 169%, and 178%, respectively. 


* Note: When percentage is 100% or greater the unit will retreat. The higher percent- 
ages are given for calculating purposes, since the odds of retreating can be modified by 
Leader Charisma and Reputation. 


The Charisma of your Leader and the Reputation of the opposing Leader can alter the 
odds of a unit’s retreating upon taking damage. Each Charisma point that the friendly 
Leader has decreases the odds of retreat by 5% per Charisma point per damage point 
taken on that combat turn. 


For example, in the third chart above, a strength 5 unit that takes three hits on a turn 
to end up at strength 2 has a 71% chance of retreating. If that unit’s Leader has a 
Charisma of 2, the odds of retreating are lowered by 2 (for Charisma) x 3 (for the num- 
ber of hits taken this combat round) x 5%, for a total lowering of 30%. This gives the 
unit actual odds of retreating of 41%. 


The Reputation of the opposing Leader works in a similar but opposite way. Each 
Reputation point (if positive) of the opposing Leader increases the odds of retreat upon 
damage by 5% per Reputation point per damage point. If the opposing Leader’s 
Reputation is negative, this will end up lowering the odds of the damaged unit’s retreating. 


If the unit is unable to retreat (because the square behind it has no room for it or is 
occupied by enemy units), it will suffer an additional point of damage. Note: Units can 
retreat to their Reserves 


Strategy Note: Don’t underestimate the importance of Reputation and 
Charisma in combat. It is possible to cause a unit to panic and retreat from the 
flag square when it is damaged! This is especially likely if a unit with a Leader 
that has a high Reputation attacks and damages a unit whose Leader has a low 
Charisma. Such a maneuver can leave the flag square unoccupied and can result 
in a fairly quick loss for the unfortunate side, if the attacker has a unit ready to 
move into that square. 


Note: Native Indian raiding parties have Leaders with Reputations of up to 2 and 
Charismas of up to 5 (depending on the game turn); these values can be higher if the 
tribe has been federated. That can make natives less likely to panic and more likely to 
cause panic! To compensate for this “home turf” advantage, in colonies that are fre- 
quently raided by natives, you may want to commission a defensive Leader with a high 
Charisma. 


The Charisma of your Leader is more important when you are leading high-level 
troops into combat than when you are leading low-level ones. High-level troops are 
more likely to be damaged (rather than killed) and to suffer from losing morale. Be sure 
to improve such a Leader’s Charisma, at least a little, when you get some points to allo- 
cate to his skills. 


When units get damaged during combat, they may earn experience points (see 
Chapter 7 for details) and improve in strength! They will heal one point per game turn, 
but only if they are stationed within a Colony Center. Damaged units are weaker in 
combat. If one of your units is seriously damaged, you can try to keep it out of harms’ 
way by moving it back to your Reserves. Of course, if you lose the battle, you will lose 
that unit... but if you win, the unit will gain experience points instead of dying. 


The last, but not least, important aspects of combat are fairly obvious. Always use as 
many attacks as you can on each combat round. Don’t waste your turns! Furthermore, 
think ahead a little bit. You may want to be careful in how you divide your attacks. Just 
because you can get a Combined Arms and Flanking Bonus by using all your Leader’s 
remaining attack points on one attack, this may not be worthwhile if you have a pretty 
good chance of eliminating an important target unit using fewer of those attack points. 
You may want to save some attack points and try using them on a different target if you 
are successful in “nailing” your first objective. 


You also don’t need to move every unit just because you can. Nor should you neces- 
sarily move all the units you plan to move before you fire. Stay flexible; keep your 
options open by doing the most important tactical maneuvers first. 


Finally, keep your objectives in mind! For raids, if you are defending, you want to 
keep battles as short as possible. If you are attacking, you want to draw things out so 
don’t go charging towards your enemy. Remember, there are three ways to win a battle: 
by occupying the enemy’s flag square, by killing all his units, or by forcing him to 
retreat. For raiders, you can also “win” by hanging on long enough to do some serious 
damage to the colony and its stockpiles. 


The easiest way to achieve a definitive victory is usually by getting to the enemy’s flag 
square, but if you can’t get there, use your knowledge of attack bonuses and penalties to 
make short work of your enemy’s units. 


Insider Combat Tips: Here are some tips on what a few members of the Conquest Of 
The New World team do in combat. 


e Vince DeNardo, producer and lead designer, often rotates his Cavalry in combat, 
moving them forward and attacking on the same turn to get a Charging Bonus and 
moving them backward on the following turn. With Cavalry in both the front line and 
the line behind it, he can attack with charging Cavalry on every combat turn. He also 
suggests watching for weakening enemy flanks so that you can jump in with troops to 
reinforce your troops nearby to break through. Finally, his very favorite part of com- 
bat is Sasha the dog. He says that if the programming team had had the time, Sasha 
would have been chasing the rabbit around the battlefield! 


Erick “Quetzalcoatl” Lujan, playtester, has perfected his approach to raiding colonies 
to a fine art. He suggests not raiding colonies to death, simply to near-death, forcing 
your opponents to rebuild a crippled colony rather than devoting resources to other 
matters. The method? First, attack the side of the colony (or center, or building) that 
you want to destroy with your Leader and army. On the battlefield, play as usual, but 
do not kill the last enemy unit. The last unit generally stays in the opponent’s flag 
square. If it’s an Artillery piece, just move your units out of the firing line. Then just 
click on “Done” when it’s your turn. When enough turns have gone by that you have 
raided over 60% of the colony’s commodities and have destroyed at least 20 levels of 
buildings, retreat. When the colony is partially rebuilt, repeat as necessary. 


e Amy Mitchell, playtester, has several basic approaches to combat, depending on the 
situation. If her colony is being raided, her main objective is to end combat as quickly 
as possible. Otherwise she uses a defensive approach to minimize damage to her units. 
She uses combined arms whenever possible and flanks only if doing so will not place 
her troops in too much risk. Since the computer almost always flanks when it can, she 
tries to use this to her advantage by moving a weak unit into a square surrounded on 
several sides by computer-controlled troops. Since the computer will almost always fire 
at that unit, she can divert its fire from her more valuable, stronger units. In extremely 
difficult battles she focuses all her efforts on killing units in the opponent’s flag 
square, betting on winning the battle even if this means losing good units. Finally, 
when raiding, she also prolongs the battle as long as possible, retreating with the 
goodies if she can’t win. 


e Alan Emrich, additional designer, likes to “refuse a flank.” That means advancing his 
center and one flank together in tandem, but leaving a one-square gap on the other 
flank. Computer players tend to walk into that refused square, where they can be fired 
at from the center and by Alan’s other forces who then get a nice flanking bonus. 


e Bill Field, playtester, has a specific approach that he uses for every battle. On his first 
combat turn he advances his best Cavalry and Infantry units into the Home Row, 
placing 2 Infantry and 2 Cavalry in each square. On the second turn, he advances his 
Infantry only, allowing them to bear the brunt of the opponent’s first attacks. On the 
third turn, he advances his Cavalry, combining the Cavalry units’ Charge-bonus 
attacks with the Infantry units’ attacks. In addition to this approach he has the follow- 
ing advice: Never pull back all of your forces in the face of enemy Cavalry. Such 
Cavalry units will charge your retreating units and perhaps destroy them. When play- 
ing against the computer, do consider tactical retreats in the face of enemy Infantry, if 
pulling back will create a hole that you are flanking on two or more sides. The oppo- 
nent’s Infantry may advance, allowing you to attack them from several sides at once. 
Keep your strong units together on one side of the battlefield, rather than spacing 
them across the front-line. Having them all together increases your chances of beating 
down an enemy flank, letting your units move forward to flank your enemy’s units. 
Finally, move troops that are down to one strength back, if at all possible! That way, if 
you win the battle, these surviving units will earn experience points for the damage 
they have taken. 


LETTING THE CHIPS FALL: How THE COMPUTER CONDUCTS COMBAT 

You’re being attacked by a hostile War Party. Things look pretty bad. Wouldn’t it be 
nice to have some idea what your enemy is going to do, so you can form a better battle 
plan? Well, this chapter offers some insight into what the computer deems important to 
its decision-making processes during combat. 


Of course the computer considers all the combat information, including how to maxi- 
mize bonuses before it decides what to do. There are some general guidelines for its 
actions, however: 


e The computer looks at several random moves and determines which series of moves, 
from the ones it looks at, can result in the most damage. 


e The computer player tends to move its units forward on the battlefield. This means 
that Cavalry do not often go backwards on one turn in order to Charge on the fol- 
lowing turn. 


e The computer tends to try and protect its flag square and will generally refuse to allow 
an opponent to flank it (if at all possible). 


e The computer will not combine attacks if there is no bonus attached. For example, it 


will not attack the same target with two Infantry units at the same time, if both units 
are in the same square. Instead, it will fire one at a time, conserving the other unit’s 
action. This allows it to make the most efficient use of its units. 


e It always tries to maximize damage by using its strongest units to combine for the 
highest bonuses from Flanking, Combined Arms, and other attacking bonuses. 


e The computer player will not place a unit into a three-way flanking situation unless it 
sees a great attacking bonus as a valid trade-off. 


e In Version 1.0, computer players and native raiding parties do not retreat from com- 
bat! 


If you don’t wish to engage in tactical combat, you can select Auto Combat instead. 
However, don’t select this if you are fighting with a favorite Leader, since the computer 
will not retreat your troops even if you are losing badly. The computer basically con- 
ducts Auto Combat for you the way it would for computer players, basically playing for 
both sides but with some simplifications. 
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BROADSIDES & BOARDING PARTIES: NAVAL COMBAT 

Ships are expensive but excellent for ferrying armies, Explorers, and Settlers from 
place to place in the New World. Because Ships are so valuable, they make great targets 
for attack! This chapter deals with the nitty gritty of naval warfare in Conquest of the 
New World. 


MAKE For THAT SAIL!: WHEN AND How TO ATTACK ANOTHER SHIP 

When you see a Ship drifting by with someone onboard and if you have a bigger Ship 
in the vicinity (with some Infantry onboard to protect your Ship from a counter-board- 
ing attempt), that is as good a time as any to give naval combat a whirl! The only rea- 
sons you may not wish to attack such a Ship are if your Ship is carrying something too 
valuable to risk in combat, you want to stay on good terms with that player, your 
Mother Country will get mad at you and you aren’t ready to risk a war for indepen- 
dence, or you are a Pacifist and this is just not your cup of tea. Still, if the enemy Ship is 
carrying an army towards your colonies, you would be silly not to attack, regardless of 
the prevailing circumstances. 


After you decide that you want to attack an opponent’s Ship, the next question is 
whether to try and sink the Ship or board (and capture) it. Basically, you should sink 
Ships with military units onboard since they’re much harder to board and capture. 
Capture a Ship with no one onboard so that you can get a free Ship for your fleet! 


‘Tis A CoMPLEX BUSINESS, THIS: FACTORS IN COMBAT RESOLUTION 

When naval combat is initiated the computer determines which Ship gets the “wind 
gauge.” This Ship attempts its actions first. The wind gauge is most likely to go to the 
smaller Ship. The wind gauge is determined as follows: 


For each Ship: 
Difference in Ship Levels = That Ship’s Level - Opponent’s Ship’s Level 
Percent chance of getting the wind gauge = 

50 - (10 x Difference in Ship Levels) 

+ 10 if Admiral 

- 10 if opponent is an Admiral 

- 10 x Points of Damage to your Ship* 


+ 10 x Points of Damage to Opponent’s Ship* 


* This is the Ship’s level minus the current strength of the Ship. Ship strength is defined as 
the Ship’s level minus the damage it has taken in combat. A Level 4 Ship that has taken 2 
points of damage has a strength of 2 (until, of course, it is healed by staying near a friendly 
Dock for several turns). 


Let’s say that you (as the attacker) have an undamaged Ship of Level 4 and you are 
attacking a Ship of Level 3 that has a strength of 1 (having taken two points of damage). 
You are not an Admiral, but your opponent is. The difference in your Ships’ Levels is 1 
(Level 4 - Level 3), and your percent chance for getting the wind gauge is: 


50 - (10x 1) 
- 10 (since your opponent is an Admiral) 


+ 10 x 2 (since your opponent’s Ship currently has 2 points of damage) 


This gives you a 50% chance of getting the wind gauge. Although your Ship is larger 
and should be less likely to get the wind gauge, the fact that your opponent’s Ship is so 
badly damaged ends up evening the odds. 


Note: A Ship that is a hulk (i.e., one that is floating around with zero strength) auto- 
matically has only a 5% chance of getting the wind gauge. So, if you’re really badly dam- 
aged, your chances of getting the wind gauge are very poor indeed. If both Ships in a 
combat are hulks, then their chances of getting the wind gauge are equal. 


Getting the wind gauge is enormously helpful to a Ship. It significantly increases the 
chance that the Ship will get to do what it chooses to do in combat. For example, if a 
Ship wants to avoid combat and it gets the wind gauge it is far more likely to succeed 
than if it didn’t get the wind gauge. 


After the wind gauge is assigned, each Ship will attempt its chosen action. First, how- 
ever, the computer will decide what the defending Ship will do. The computer makes 
this decision on the following basis: 


A die roll is made to randomly choose a number from 1 to 10. Then the following 
adjustments are made to the number: 


Ship Level Adjustment* = (Defending Ship Level 
- Attacking Ship Level) x 1/2 


* An Admirals Ship will act like it’s one Level larger than it actually is. So if the attack- 
ing Ship is Level 3, if its owner is an Admiral, the Ship will act as if it’s Level 4 for this 
equation. 


Ship Strength Adjustment* = 
Defending Ship Current Strength — Attacking Ship Current Strength 


* An Admirals Ship will act as if it is one point stronger than its current strength. 


Skill Adjustment = -2 if Pacifist 


-1 if Craftsman 
+1 if Conqueror 


+1 if Navigator 
+2 if Admiral 


What the defending Ship will do, then, depends on the sum of the die roll, the Ship 
Level Adjustment, the Ship Strength Adjustment, and the Skill Adjustment. The chart 
below describes what the defending Ship will do based on the outcome of this calculation: 


Modified Die Roll Defender’s Action 
—— ae 2 & 
2 Avoid 
3 Sink 
4 Sink 
5 Sink 
6 Sink 
7 Sink 
8 Board 
9 Board 
10 or more Board 


As you can see, the higher the number you get, the more aggressive the defending 
Ship will be. The odds of a defending Ship attempting a boarding or sinking action 
increase if it’s bigger than the attacker, if its current strength (Ship level minus damage 
taken) is higher, and if its owner is aggressive (Conqueror, Admiral), or a good sailor 
(Navigator). Similarly, its odds of trying to avoid the enemy Ship increase if its smaller, 
weaker, and if it’s owner is a Pacifist or Craftsman. 


For example, let’s say that you are a Pacifist and a Navigator and that you have a dam- 
aged Level 4 Ship. The Ship has taken one point of damage so its strength is one less 
than usual. You are being attacked by an undamaged Level 3 Ship, owned by an 
Admiral. Remember that an Admiral’s Ship acts as if it were one Level higher and one 
point stronger than it is. So this undamaged Level 3 Ship is effectively an undamaged 
Level 4 Ship for this combat. 

The random number rolled to help determine what you will do comes up as a “5.” 

The Ship Level Adjustment = (4 - 4) x 1/2 = 0 

The Ship Strength Adjustment = (3 - 4) = -1 

The Skill Adjustment = -2 for Pacifist + 1 for Navigator = -1 


The modified die roll result is 5 + 0 - 1 - 1 or 3. This means that the defending Ship 
will attempt to sink its attacker during this combat. 


After each side determines what it wants to do in combat, the computer decides 
whether or not they get what they “want.” This depends largely on who gets the wind 
gauge. Once the computer decides what actually happens (sinking attempt, boarding 
attempt, avoidance, or just some damage to one or both Ships), it determines the results 
of these attempted actions. 


If the actual result of combat (based on what the computer determines will happen) is 
“Sink,” then at least one Ship will get damaged (although there is a chance that the 
actual damage done is zero). Importantly, a Ship cannot do more damage to another 
Ship than its own strength (modified by +1 if the player is an Admiral). That is, a Ship 
of Strength 3 can only do 3 points of damage to another Ship. Furthermore, a Ship gets 
+1 for its strength if its owner is an Admiral. Therefore, it makes little sense for little 
Ships to attack big ones, even if they can get the wind gauge. The amount of damage they 
can do to such Ships is minimal, unless you gang up on a big Ship with lots of little ones. 


Note: There is an equal probability when a Ship damages an opponent that it does dam- 
age equal to its strength (modified for Admiral skill, if applicable), no damage, and any 
value in between. For example, a Ship that has a strength of 2 can do 0, 1, or 2 points 
of damage to an opponent. Each amount of damage has an equal chance of occurring. 


For attempts to sink a Ship (which may just result in damage to the target Ship), the 
odds of succeeding increase if the attacking Ship is owned by an Admiral and if it is a 
bigger Ship. It also helps if the Ship’s strength (its maximum strength, based on its level, 
minus any damage it has taken) is high. The odds of sinking or damaging another Ship 
decrease under the opposite circumstances: when your Ship is smaller (in levels) and 
weaker and when you are attacking an Admiral’s Ship. 


Bearing the above in mind, then, when a Ship attempts to sink another, it basically 
tries to damage the Ship beyond repair. If it succeeds in damaging the Ship so that it 
loses all its strength (effectively a strength “0” Ship), the Ship is not sunk. It is simply a 
hulk and ineffective for virtually anything. It must return to a Dock for repair before it 
can function normally again. If the amount of damage is greater than the Ship’s 
strength, however (making it a Ship with “negative strength”), then the Ship will sink. 


Boarding success is based on the same things as sinking, but the presence of Infantry 
or Cavalry onboard either Ship can influence the outcome. For boarding attacks, each 
Ship level (including the extra one you get if you’re an Admiral) counts eight times. 
Each Infantry level counts once and every two Cavalry levels count once. 


So if you have a Level 4 Ship (as an Admiral), with 2 Level 3 Infantry and a Level 2 
Cavalry onboard, your “strength” when it comes to making or resisting boarding 
attempts counts as: 


For the Ship = 8 x 5 (for the Ship level of 4, plus 1 for the Admiral skill). = 40 
For the Infantry = 2 x 3 (2 units with 3 levels each) = 6 


For the Cavalry = 1 x 2 x 1/2 (1 unit with 2 levels and all cavalry levels count as 
1/2) 21 


So this Ship’s strength for boarding attacks is equal to 47. 


The Ship with the higher strength (calculated as shown above) has the greatest chance 
of succeeding when it tries to board or when it resists a boarding attack. 


Insider Tip: To increase 
your chances of capturing 
another Ship, be sure to place 
some Infantry onboard your 
Ship! The exception to this às 
that Natives can’t capture a 
Level 3 or higher ship. Which 


is unfortunate. 


—Erick “Quetzalcoatl” 


Lujan, playtester 


Note: Ifa Ship is damaged, it can be repaired 
by sailing near a friendly Dock. It will repair two 
points of damage per turn if near a Level 3 or 4 
Dock and one point per turn near a lower-level 
Dock. A damaged Ship sails much more slowly 
than an undamaged one (see Unit Table in 
Chapter 7), is weaker in combat, and is far less 
likely to seize initiative (get the wind gauge) in 
combat. 


ALGORITHM ADMIRALTY: THE COMPUTER 


AND SHIP-TO-SHIP COMBAT 

Computer players attack opponent’s Ships 
when they are on poor terms (hostile or worse) 
with their opponents and when the opportunity 
arises. Their choice of target is randomly 
determined, although the computer will general- 


ly not use a Ship that is on another mission (transporting an army, Settler, or Explorer) 


to attack other Ships. 


Whether a computer-controlled Ship will try to sink or board its target depends on 
the same sorts of things that the computer considers when determining what a defend- 


ing Ship will do (see above section). 


Computer players do not patrol their ports or otherwise use their Ships in ways that 
human players might. Although they will use Ships to explore the ocean and will occa- 
sionally send Explorers and Settlers to other islands (especially if the player is an 
Admiral), their Ships tend to wander around at random, and they will not use Ships as 


effectively as human players. 
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CONQUEST OF THIS STRATEGY GUIDE: FINAL STRATEGY TIPS 
In this last chapter we’re including some final tips for how to win at Conquest Of The 
New World. Included here are some miscellaneous tips that didn’t seem to fit anywhere else. 


LEADERS ON THE Move 

Leaders are not simply useful for commanding armies and ferrying Settlers around. 
Leaders with a high movement allotment can be used to keep a supply of fresh troops 
coming to a Leader at a front. Such Leaders can also carry back wounded units so that 
they can heal up before being returned to the front. Troops can be moved even more 
quickly to a military objective by having a relay of Leaders with high movement 
stretched across an expanse of land. Move the troops to the first Leader (make sure they 
can reach him). Then move that Leader next to the nearest Leader and transfer the 
troops. Keep passing the “baton” in this way and you can get your units where you 
want them to go in a reasonable period of time. 


THE NATIVES’ REVENGE! 

Because the Europeans are more versatile than the Natives, not being limited in build- 
ing or unit levels, they have a lot more options in their approach to winning the game. 
Native players have these limitations, however, and the important question is how to 
make the best use of the abilities they do have. Below, a programmer/additional design- 
er and two playtesters offer their differing approaches on how to play and win as 
Natives. 


From Mike Gerard, programmer/additional designer: The Native player’s greatest 
strength is that he can make a lot of really weak units. He must capitalize on this ability 
in the early parts of the game or he will lose his opportunity to beat the European play- 
ers. To win as the Natives, upgrade to a Level 2 colony as quickly as possible and focus 
on building Forts (for units) and Gold Mines (for units and research). Build as many 
Gold Mines as you can and start doing military research early. Build a War College in 
every colony to support a rapid research rate. Build a lot of Forts and a lot of units. Give 
your new Leaders high Leadership abilities, with Leaders being able to command at least 
15 units in their armies. 


When you acquire 2 to 3 colonies, 60 to 70 units, and a Level 1 in all research areas, 
federate. Build new Leaders and send them out with armies as frequently as you can. If 
you need more units, build a Level 2 Settler and send it to a grassy plain, found a 
colony, and send it Metal and Wood so it can build 10 to 12 Forts and a few Farms. Put 
enough units in the town to defend it, but actually build your units in a colony that can 


support their production. You’re just building this colony to expand your ability to sup- 
port lots of military units. 


Divide the armies you build into two groups. One group should be used to federate 
tribes farther and farther away from your colonies. The other army group should be 
shuttled onto Level 2 Ships and sent out as an invasion fleet against Europeans. You 
may need as many as 20 Ships, filled with military units and Leaders to remove the 
European players who are, hopefully, still in Level 3 or lower colonies. Expect to lose 
several Ships and Leaders for each colony you destroy. For your invasion armies, don’t 
waste your time federating tribes near the European colonies you are raiding unless you 
can eliminate such tribes on the same turn that you land. They can help you when you 
attack colonies, but it takes them time to recover after being federated. 


Finally, remember that your early Explorers can move farther per turn than the 
European Explorers. This gives you a chance to accumulate some discovery points early 
in the game, giving you an early extra boost in victory points. Don’t waste this potential 
by letting the computer do your exploration for you! 


From Erick “Quetzalcoatl” Lujan, playtester: The key to playing as Natives is to be 
extremely aggressive as early as possible. Build up troops, start military research, and 
federate as fast as you can. Native players should also seriously think about playing as 
Missionaries. Build Churches in your colonies as close to nearby hostile tribes as you 
can. Eventually, they will become friendly and give you a turn or two of time after you 
federate in which to attack them before they become extremely hostile and send war 
parties to your colonies. 


On the turn in which you federate, you should have two to three Leaders recruited 
after you have reached a Level 3 in Leader research in your War Colleges. Each Leader 
should be able to command at least 9 units and launch 9 attacks per combat turn. Move 
these Leaders (with a full complement of military units) within striking distance of the 
nearest native tribes. On the following turn, attack with these Leaders and federate at 
the same time. If you win your battles, you will have a few friendly, federated natives to 
help you out right from the beginning. 


Move a few armies near the European players and have them begin federating the 
tribes nearest to the European colonies as soon as you can. If you are at war with these 
European colonies, these federated tribes should begin sending huge raiding parties out 
against the Europeans, helping to beat them down for you. Remember, the federated 
Indians will benefit from your War College research, making them even more deadly 
when they raid the Europeans. 


From Bill Field, playtester: The key to doing well as a Native player is knowing 
when and how to federate. First, Native players should choose Missionary as a skill. 
Second, don’t federate until your colony is at least a Level 2 and strong! It should be 
completely built up, with four to five Forts, and a surplus of 100 or so of each 
commodity (except for Goods, of course). 


Before federating, commission several Leaders, each with all of their skill points allo- 
cated to Leadership and Attacks. The points should be allocated so that the number of 
attacks is equal to 1/3 to 1/2 the number of units the Leader can command. Each 
Leader should have an army full of Level 2 units with slightly more Cavalry units in each 
army than Infantry. Another Leader should be commissioned to guard the colony. Be 
sure to leave lots of high level Cavalry in the colony to help defend it against angry war 
parties! 


On the turn before federating, position your armies (up to three such armies should 
suffice) near the closest tribes. An additional set of troops should be onboard a Ship, 
ready to back up any army that fails to take its objective on the turn after you declare 
that you are federating. 


Immediately after declaring that you are federating, attack the nearby tribes. Your goal 
is to federate these as quickly as possible. The tribes you succeed in federating can help 
defend your colony from other tribes’ war parties; they will also not send any war parties 
out to attack you. Because federating nearby tribes quickly is critical to success for the 
Native player, it is acceptable to lose units in this attempt. If one of your armies fails 
miserably, attack the tribe it tried to federate as soon as possible, using the Ship-borne 
troops that you held in reserve for just such an eventuality. You can use the Ship to 
return the wounded troops to your colony on the same turn. 


After you convert all nearby tribes and your troops have healed from all their damage, 
determine where you should attack next. When you have no more hostile tribes in your 
immediate vicinity, your next target should be native tribes near the colonies of other 
players. (Such federated tribes will start attacking the European colonies, making your 
job of eliminating the Europeans much easier.) Send your best troops, several Leaders, 
and a Settler towards such tribes. Use the troops to attack tribes and the Settler to 
found a new colony near the Europeans. Heal your damaged troops in the new colony. 
Once all the tribes near your new colony are federated, you can either continue this 
practice of federating tribes and plunking down colonies or you can start attacking the 
Europeans. 


On a final note: Once you have federated all the tribes you plan to take, wait before 
waging war against the Europeans until you have research levels of at least two in all 
areas. This level of research should be sufficient to allow for successful attacks against 
weak or new European colonies. 


WINNING ON VERY DirricuLT MADE Easy (WELL, EASIER) 

At some point, when players of Conquest Of The New World have become familiar with 
the game system and the best approaches to colony-building and development, explo- 
ration, and combat, they will look for a greater challenge. That means ramping up the 
difficulty level of the game by a notch or two. 


While most of the advice offered in this book still applies to the higher difficulty lev- 
els, playing at these settings offers a few unique challenges. The higher difficulty levels 
give computer players significant productivity advantages. They also change the speed 


with which computer players found and develop colonies and start aggressively attacking 
others. This makes for a very different game than when playing on the Normal or easier 
difficulty levels. Therefore, this book ends with a few tips on how to win when playing 
on the Very Difficult setting. 


e Choose Conqueror and Pacifist (for cheap Defensive Tactics research; the points you 
lose for aggressively raiding will tend to be balanced by the points you gain per 
Colony Center level per turn). 


e Raid opponents’ colonies repeatedly to obtain resources for building armies. 


e Expansion is a secondary consideration when playing against opponents on this level. 
Don’t build more than one (three at the maximum) colonies. Just build up the one(s) 
you have. 


e Build minimally four Forts per colony, preferably six. You need the units and you 
need the protection from raids. 


e Play a very long game or a very short (well under 100 turns) game to either give 
yourself the time to eliminate your opponents or to win on the basis of other factors 
(like discoveries), respectively. 


e Build the best units you can afford at all times. If you can wait to build a better unit, 
do so. 


e Be prepared to take things slowly. Frequent raids are effective, but it takes a long time 
to move armies to enemy colonies and you are working at an immense resource disad- 
vantage compared to the computer players. 


e Save your raiding Leader; retreat! Make sure he always survives so that he becomes 
progressively better and better. 


FINAL THOUGHT 
A final note from Quicksilver’s Bill Fisher, line producer and designer: 


“PII measure the success of this game by the number of people who are reading this 
book—and playing the game—as the sun comes up. If the time we spent on these is any 
indication, we’re all in for a rash of game-induced insomnia.” 
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CONQUEST Or THE NEw WORLD DELUXE STRATEGY GUIDE UPDATE 

In the original Conguest Of The New World, each of the European countries started 
off with equivalent abilities. The only significant choice to make was whether to play as 
a European or a Native. In Conquest Of The New World, each country comes with its 
own inherent bonuses. Now, choosing which country to play can significantly affect 
your game. See the updated chapters in the game’s manual for specifics on the differ- 
ences between the countries. Bear in mind that other players (including the computer) 
can choose any country that you don’t and will, therefore, get such a country’s bonuses. 


Below are some comments and tips for playing or choosing the different countries in 
Conquest Of The New World. 


Britain: If naval combat is something you enjoy, choosing Britain with its inherent 
Admiral bonus makes sense. If you’re going to play as Britain, you should make the 
most of this bonus. Choose Admiral as a special ability to double the bonuses your 
Ships get. Further, consider combining this country choice with the Conqueror and 
Combat specializations. Since Britain’s Artillery also receive a technological boost, this 
set of combinations will make Britain a dangerous player in the game. 


France: Since this country gets an automatic boost to its relations with native Indian 
tribes in the New World, this country is a good choice when playing on the more diffi- 
cult game level settings. Such settings make natives more hostile, on average, to play- 
ers, and France will benefit more from its better relations with the Indians under such 
circumstances. France also gets a bonus to its Cavalry in combat. Consider specializing 
in Conqueror and Combat as this will help make the most of France’s strong Cavalry. 


France’s better relations with natives will also make warfare easier for them, since 
when France is battling other countries near native tribes they are more likely to get 
extra native troops during battle. Of lesser note, but also useful, is the fact that having 
fewer hostile natives around will enable France to more thoroughly explore regions of 
the New World (those regions near hostile tribes). While this gain may not warrant a 
specialization in Exploration or Discoverer, it makes sense to put a few extra Explorers 
out there if you are playing as France. 


Finally, the French colonies receive a larger trade radius with the natives equal to that 
of a colony with a Colony Center Level one higher than they have. This amounts to an 
increased radius of 6 squares (each square being the size of a Mill or Housing). This 
increased trade radius increases the potential number of tribes a French colony can 
trade with on any given turn, in turn increasing the number of units that can be traded 
per turn, by 3 per tribe. Having access to more tribes for trade during the earlier stages 
of a colony’s development is of great benefit and should be exploited as much as possible. 


High Natives: Most of the pros and cons of playing as Native Indians have been 
thoroughly addressed elsewhere in this book. The only points that haven’t been dis- 
cussed are the recent changes made for players choosing to play as Native Indians. 


All Native Indian Gold Mines automatically have a productivity of at least -90%. This 
enables Indian towns to produce Gold regardless of where they are situated. Despite 
this benefit, the amount of Gold a Gold Mine produces when its functioning at its low- 
est level is very small. Remember, this amount is not enough to sustain serious invest- 
ment in War Colleges. At best, it is enough to sustain a low level of troop production. 
Therefore, don’t let this advantage lull you into a false sense of security in being able to 
situate colonies anywhere. Try to situate new colonies near mountains, metal deposits 
that enhance Gold production, or gem deposits. Note: Natives receive a bonus to Gold 
Mine production from gem deposits (this is in addition to a bonus to Commerce pro- 
duction, if you choose to develop Commerce). 


Native Indian players also receive a technological bonus to their Cavalry units in 
combat. This bonus is especially helpful for the Indians who are best played with rapid 
troop development and the formation of large armies early in the game. 


Holland: The big advantage to playing as Holland is the 5% interest your colonies 
earn on their Gold reserves every turn! This makes Holland a real powerhouse in the 
latter stages of the game when investment in War Colleges becomes very important. 
Further, it allows Holland to stave off declaring Independence much longer than other 
countries can because Gold for paying taxes is fairly easy to earn. 


If you choose Holland, seriously consider the Miser and Pacifist specializations as 
these will give you victory points for the Gold you collect and victory points for 
remaining at peace, respectively, both of which are much easier to do given Holland’s 
ability to accumulate large sums of money. Craftsman may also come in handy, since 
Holland can readily obtain Gold for trades. 


Holland can more quickly develop new colonies since trades with the Mother Country 
take fewer turns to complete. Finally, Holland’s big advantage with respect to Gold 
production makes it wise to use this ability to the hilt. Situate some colonies near metal 
deposits that enhance Gold production. Further, remember that you can situate colonies 
anywhere and they will still be able to make Gold, even if they don’t have access to 
productive Gold Mines. Remember that you can trade Gold to such colonies to increase 
their stockpiles and to increase the amount of Gold such colonies collect per turn. 


Portugal: This country’s only advantage is that units move as if you were playing at 
a game movement setting that is one easier than it actually is. This makes Portugal a 
formidable force for exploration and discovery. Rapid exploration and discovery is 
worth its weight in gold since the first player to find particular special discoveries, 
including the rare special discoveries that offer large advantages to the controlling play- 
er, automatically gains control of them. 


Note: Portugal gets its movement bonus even if the movement setting is already on 
easy! In this case, Portuguese units will move 15% farther per turn than equivalent 


units from other countries (see the chart below). Consider concentrating in 


Exploration, Discoverer, and Cartography to make the most of Portugal’s special 
movement bonus. 


Movement Ease Relative to Game Movement Setting 


Movement Setting Portuguese Movement Other Players’ Movement 
Difficult* 100 70 

Normal* 150 100 

Easy* 180 150 


*This is using a standard movement allowance of 100 points for a unit on the normal 
difficulty setting for the sake of comparison. For example, if a Spanish unit gets 100 
movement points per turn (on the Normal setting), an equivalent Portuguese unit 
would get 150 movement points per turn in the same game. 


Spain: This country is a good choice for a game that balances rapid exploration with 
strong combat skills. Spanish Explorers move as if they are one level higher than they 
actually are. This is the same benefit that High Natives get for their Explorers. These 
Explorers can move farther per turn, making the Spanish better at exploration and dis- 
covery than all other countries except perhaps for Portugal and High Natives. 


The Spanish also get a bonus to their Infantry units during combat. While the bene- 
fits from this bonus are not as specatacular as benefits to Cavalry and Artillery, high- 
powered Infantry units are nonetheless critical for winning large protracted battles. 
Even better, when Spanish Leaders are recruited they get two extra points to allocate 
to skills. This makes Spanish Leaders more powerful than other European Leaders of 
comparable levels. 


The benefits that Spain gets make almost any specializations worthwhile, depending 
on your preference. We suggest a combination of concentrations in Exploration, 
Discoverer, or Cartographry and Combat or Conqueror with additional specializations 
in any other areas of your choice. Such choices will help make the most of Spain’s 
innate strengths. 


Designers’ Notes: Each country in the game was given bonuses the reflect, on aver- 
age, the country’s historical advantages during the time frame in Conquest of the New 
World Deluxe. These historical advantages were: 


Britain: The British navy was always powerful and continued to improve over time. 
The advantages in British Artillery went hand-in-hand with their navy’s advantages. 


France: The French had the best heavy cavalry in Europe during the time span cov- 
ered by the game. Further, they had a knack for getting along with Native Americans 
and formed large trading networks throughout the Louisiana Territory. 


High Natives: After the Native Americans acquired horses (which were introduced 
by the Europeans), they developed outstanding light cavalry. Since the natives had lived 
in the New World much longer than the Europeans they also had a better understand- 
ing of its terrain and other features. For the purposes of this game, this understanding 
has been translated into making Native Explorers faster than their European counterparts. 


Holland: The Dutch were excellent bankers and traders. Thus, Holland’s advantages 
in this game include earning interest on their colony’s Gold supplies and shorter trade 
times with Europe. 


Portugal: During the period when Portugal was independent from Spain (not 
annexed by Spain), the Portugeuse were proficient explorers, both by land and by sea. 


Spain: The Spanish had the best infantry units until approximately 1660. They also 
had the Conquistadors, whose abilities have been translated into extra skill points for 
Leaders in this game. Also, along with the Portuguese, the Spanish explored much of 
the New World. 


SPECIAL DISCOVERIES 


The presence of special discoveries in the New World makes the process of exploring 
even more important than it was before. Besides getting victory points for making such 
discoveries, the player who finds these special discoveries stands to gain bonuses to 
their colonies if their colonies are near the discoveries. 


Below are some thoughts on how to make the most of the special discoveries in the 
New World. 


Exploration: In Conquest Of The New World Deluxe, exploration and discovery is no 
longer just a process of finding the nearest unmapped rivers and mountains before any- 
one else does. While it makes sense to delegate some of your Explorers to such tactics 
(by cutting straight through undiscovered regions until you find a river or mountain 
range to explore), it now behooves you to delegate a few Explorers to more careful 
exploration. This is because you get bonus points for making special discoveries and 
because these discoveries are small and easy to miss if you don’t explore carefully. 
Consider placing half of your Explorers on persistent exploration. The game handles 
this fairly well now, and you can be reasonably certain of finding all the special discov- 
eries near such Explorers, where they might easily be missed if you were guiding the 
Explorers yourself. A further reason to explore carefully is that it will help you 
immensely when you consider placing new colonies if you are first aware of special dis- 
coveries near suitable colony sites. 


Colonies: While the fundamental strategies in choosing suitable future colony sites 
have not changed (see other parts of this book), the presence of special discoveries 
throws a new variable into the equation. In general terms, it makes sense to place new 
colonies as near to special discoveries (that are under your control) as possible. First, the 
colony will benefit from the discovery; second, you can more easily retain control of 
these discoveries if another country where to send an army out to gain control of them. 
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The question is, however, how should you weigh the different factors of a balanced 
(or otherwise suitable) colony site, trading possibilities (proximity to oceans to place 
Docks), and special discoveries? The answer will depend on your situation in the game. 


Early in the game, placing your first colony quickly at a site with a lot of building 
space, access to the ocean, and with a balance of all resources is paramount. While 
ocean access is not so critical for Native players and mountain access is not so critical 
for the Dutch, in general it's extremely important to situate your first colony quickly at 
the most suitable site you can find at the beginning of the game. 


In the first round of expansion, you will want to continue to look for balanced 
colony sites. However, if there is a particular defect that you wish to compensate for or 
an area you wish to enhance, other factors will come into play. 


Gold: If your first colony is not the Gold producer that you need to start serious 
investment in War Colleges, it makes sense to find a fair colony site near mountains and 
as close to a Gold, Silver, or Copper deposit as you can. Gold is a critical resource espe- 
cially if you are playing a long game against many opponents, in which your units” 
technology levels will play important roles in helping you resolve combat quickly and 
satisfactorily. 


Make sure that you have at least one or two colonies that produce a lot of Gold. If 
your first colony isn’t one of these, the next colony you found should be. 


Note: For Native players, gem deposits boost both Gold Mine and Commerce pro- 
duction. Therefore, new Native colonies can be placed near gem deposits (which are 
often found in open fields) to enhance their Gold production from the Gold Mines 
that Native players can place anywhere. 


Wood, Metal, Crops, and Goods: While it is hard to situate colonies so that they 
don’t produce sufficient quantities of these commodities over time, it is helpful to get 
productivity bonuses in these areas from special discoveries. Basically, all things being 
equal, you should place new colonies near forests, metal deposits, fields, and gem 
deposits. The production bonuses you gain from such proximity enables you to do one 
of two things, depending on your needs. The production bonuses allow you to place 
fewer buildings of the type that gains the bonus, leaving room for other important 
buildings such as Forts and other productive industries. Alternatively, a colony that 
gains a production bonus in a particular area can specialize in this commodity, reaping 
large specialization bonuses and trading the commodity to newly developing colonies 
and other colonies that will then have room for other industries or buildings. However, 
since none of the bonuses afforded by such special discoveries are critical (in the way 
that Gold is), it isn’t necessary for you to compromise in colony placement. If special 
discoveries like these are not near suitable colony sites, don’t place a sub-optimal 
colony near them just to gain what then becomes a dubious benefit in exchange for 
necessary balance in resource production. 


Colony Development: Placing new colonies near medicinal herbs (that boost the 
immigration bonus afforded by Churches) is very sensible. Colonies that develop man- 
power swiftly can more quickly reap the maximum productivity from their various 


industries and are sooner in a position to recruit troops or Settlers. If you are likely to 
place a lot of Churches anyway because of the game you are playing (as a Missionary or 
as Natives who find it easier to federate native tribes with whom they are already on a 
friendly basis), situating colonies near medicinal herbs will then reap you an extra 
bonus for doing this. 


Trade: There is no special deposit that boosts your trade potential, but it is impor- 
tant to consider a colony’s trading potential before founding it. While trade is very 
important (especially for a first European colony), trade capacity should not be a signif- 
icant consideration for later colonies. You can always conduct internal trades (trading 
between colonies) to give later new colonies resources quickly. It makes more sense to 
place later colonies so that they maximally benefit from resource production bonuses or 
other factors. 


Army Building: There is also no special deposit that boosts your ability to build an 
army. However, the number of Forts and their levels in your colonies determine how 
many units you can build. At some point, then, it is important to consider placing a 
colony or two in a large area of flat land where you can build a lot of Forts. Further, 
placing such a colony near agricultural fields (where Farms will be more productive, 
letting you build fewer Farms, and allowing you to build more Forts) will make such a 
colony more capable of supporting vast numbers of Forts. 


Rare Special Discoveries: These present a unique case. The benefits confered by 
controlling one of these discoveries (listed in the following section) are so great that it 
is wise to place a new colony near such a colony (regardless of the quality of such a 
colony) merely so you can control the discovery and defend your control of it from 
other players. 


In summary, when choosing colony sites, the factors you should consider depend on 
where you are in the game and what you need. In general, the most important factor 
still is placing colonies at sites which provide a sound balance of resources — near 
oceans for Docks, with grass for Farms, near mountains for Gold Mines and Metal 
Mines, and with Forests or Jungles for Wood. Placement near rivers will further 
enhance productivity in many of these industries. However, when you can, try to place 
colonies near: 


1) Rare special discoveries that confer huge benefits to the controlling player, 


2) Metal deposits that boost Gold production (Gold, Silver, or Copper Mines), or gem 
deposits that boost Gold production for Native players, 


3) Medicinal herbs that boost immigration from Churches, and 
4) Forests, fields, gem deposits, and other metal deposits for the production bonuses 
they afford to your other industries. 

Controlling Discoveries 


The first player to find a special discovery automatically controls that discovery and 
his or her colonies will benefit from its bonuses if they are within the discovery’s radius 


of effect. However, another player can gain control of the discovery by placing an army 
or military unit near it (with in one square — the size of a Mill — of the discovery). This 
control only remains with that player as long as he or she keeps a unit near the discov- 
ery. Therefore, it is important that in colonies where you do gain benefits from a dis- 
covery that you have an army of sufficient size to take on any would-be challengers. 


Conversely, other player’s discoveries that are benefiting their colonies become rea- 
sonable objectives for your military! Consider gaining control of such discoveries (espe- 
cially those that provide the largest bonuses to a colony’s production) as part of your 
ongoing bid for winning the game. Remember, however, that you’ll only keep control 
of such a discovery as long as you have a military unit adjacent to it. Therefore,target 
such discoveries wisely — seeking only the most important discoveries — since you don’t 
want to leave lots of armies situated in the middle of nowhere for the rest of the game. 


The above comments apply in even greater degree to the very rare special discoveries: 
the Fountain of Youth (that increases the growth rate of all the controlling player’s 
colonies), the Pyramid (that improves all Leaders of the controlling player), the Lost 
Dutchman Mine (that increases Gold production from Gold Mines in all the control- 
ling player’s colonies), and the Ancient Ruin (that gives unpredictable effects that may 
benefit the controlling player). If you discover one of these rarities or if you find one 
that other players have discovered, seriously consider placing a colony near the discov- 
ery (so you can watch and defend it) and place an army nearby to gain or retain con- 
trol of it. 


Native Tribe Sizes 


In Conquest Of The New World Deluxe, the sizes of native tribes have changed to 
some degree. The following table shows how many units a tribe can have, depending 
on its size, and how this size depends on the difficulty setting of the game. 


Difficulty Setting Random Non-Random Tribe Size 
Components Components (in military units)* 
“VeyEasy  O10.. 4 aig. 
Easy 0-12 6 6-18 
Normal 0-14 8 8-22 
Difficult 0-16 10 10-26 
Very Difficult 0-18 12 12-30 


The number of units in a tribe is the sum of the random and non-random components, 
both of which depend on the difficulty setting of the game. The sizes of the tribes 
within a game will vary within these parameters. Note: these sizes are for the tribes at 
the beginning of the game. Tribe sizes can increase when a Native player federates. 
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